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The release of Resident Evil 
Outbreak is a first in many 
ways. This is the first game 
where players can join 
together to play the famous 
Resident Evil series online, 
and this is the first time а 
videogame presents such a 
unique cooperative chal- 
lenge. 


A single player can play the 
game offline, with the assis- 
tance of two artificial intelli- 
gence-controlled partner 
characters (AIPCs). Or, one 
can play the game through 
the Internet with up to three 
other —_player-controlled 
characters (PCs). While the 
stages, story and objectives 
are the same in both modes, 
the online mode has ran- 
domized item placement 
plus the added мпрге- 
dictability of other players. 
You never know what other 
player characters are 


going to do. Will they work 
with you to complete the 
objectives, or will they hag 
all the weapons and ammo, 
leaving you to die at the 
hands of an angry zombie 
mob? ‘The fact is, playing 
offline is scary, but playing 
online can be even more 
frightening. 


Because the game is coop- 
erative and objective-orient- 
ed, becoming а good team 
player requires that one 
enters the game with a 
feady knowledge of the 
environments, the possible 


item locations, and the tasks 
one must complete to 
accomplish goals. This 
guidebook is written to help 
you become an accom- 
plished player of Resident 
Evil Outbreak and а great 
asset to any online team. 


Yet this guide alone is not 
enough. To achieve expert- 
ise, you must practice the 
game and define your skills 
in the offline single player 
mode: prior to engaging in 
the online counterpart. By 
по means do we discourage 
logging in and experiencing 


the online mode; But we rec- 
ommend that you bone up оп 
the game by playing the sin- 
91е player mode before join- 

ing the online community to 
play. With this method, you 

will emerge on the online 

scene as а talented player, 

and everyone will enjoy your 
aggressively helpful. pres- 
ence rather than despair-at{ 
your unskilled fumbling 

Once you have mastered 
every scenario on your own, 
you are sure to be an ulti- 

mate survivor online, 


INTRODUCTION 


[ summer, 1998 


GAME BAS 


The citizens of Raccoon City read in the papers about the 
recent string of bizarre incidents. Hikers were mauled and 
mutilated on the mountain trails just outside of town. An 
apparent cannibal cult attacked families on the outskirts of 
the forest. Then came the outrageous claims that the 
Raccoon Police Department's STA.R.S, team had destroyed 
a mansion where Umbrella had conducted secret biological 
experiments. and unleashed a virus that could bring the dead 
| back › Ме as flesh-eating zombies. Naturally, the local 

ella executives discounted the story as 


A few months have passed, and strange events occur more 
froquently as each day passes in Raccoon City. Newspaper 
articles and wild local gossip detail encounters with sich 

murderous citizens and infected animals. As accounts of 
these horrifying incidents mount, the citizens of-Raccoon 
City attempt to go about their ordinary lives, but ife in town 
is about to become a whole lot less ordinary. 


After a hard working day, eight local residents are gathered 
at J's Bar in the heart of Raccoon City to relax and unwind. 
However, some unexpected patrons are about to arrive, 
searching for cuisine that isn't on the menu. Before the night 
is through, each person must determine whether he or she 
has the will to survive the horror of the T-virus outbreak... 


J Resident Evil Dutbreak is a unique experience for both long- 

"time veterans of the Resident Evil game series as well as 

new players looking for an online challenge. This chapter 

+ describes the basics of getting around the menus and 

understanding the game's basic controls and functions, The 

next chapter, Network Survival, contains advanced tips to 

help you become a sawier player. In combination, these two 

chapters should help you understand the skills required to 
master the gam: 


КЕ 

ng the Resident Evil Outbreak disc in your 
PláfStation'2, press START to enter the main menu. From this 
menu you can select a game mode, either Single Play or 
‚Network Play. From the main menu you can also view game 
s in the Character Log screen, open bonuses and 
in the Collection menu, or configure game and con- 
[choices in the Options menu. 


If a Sony PlayStation 2 Hard Disk Drive (HDD) is installed in 
your system, the option to install the game to the HOD 
appears at the bottom of the main menu. Installing game data | 
to the HDD reduces loading times during the game and 
insures a faster and smoother online experience. The 
PlayStation 2 HDD is scheduled to ship in North America in 
March of 2004. 


SINGLE PLAY 


Single Play mode allows you to play the game offline with two 
artificial intelligence-controlled partner characters, ‘also 
known as “AIPCs." Starting off, you may engage Single Play 
mode in Scenario mode. Once you've met the requirements, 
Infinity mode becomes a second option for Single Play mode. 
In Infinity mode, all weapons found during the game have infi 
"ite ammunition. This mode is only available in an offline дате 


"NETWORKPUY TR 


Network Play mode is where you can:try tHe game online 
through a PlayStation 2 Network Adaptor connected tó the. 
Internet via broadband service. In addition to the required 
equipment and game disc, you must have a broadband serv- 
ice provider and a memory card inserted into slot 1 with a. 
save data containing your Internet settings. If you have not 
created your Internet settings previously, you will be prompt- 
ed to create your settings during the online connection rou- 
tine. Follow the instructions detailed in the instruction book- 
letto set up a Capcom ID and join in the online fun. 


У “SCENARIO MODE 


both Single Play and Network Play modes, you can join in 
Scenario mode. Scenario mode allows you to play one of five 
“scenarios” or missions, each with a unique setting and 
series of objectivos to fulfil. The scenario and all the obj 
tives must be completed in the usual manner. 


During the Single Play version of Scenario mode, you may 
choose a difficulty setting. However in the Network Play version, 
you will join a server with the next three available players 
regardless of identity, and engage in Network Play atthe Normal 
difficulty level. Think of it as a kind of "quick start" game, 


The second option when starting a Network Play game i 


Free Mode, wherein you may enter regional “rooms” and | 
find players of similar ranking or abilities, or your online | 


friends. You may also host a game and determine the rules as 


you and your comrades see fit. You may determine the num- |. 


ber of player characters, the difficulty settings, and various 
other rules for your game. 


"CHOOSING A CHARACTER = | 


After selecting your mode of play, the Select Character screen 
appears. Initially, there are eight choices of player charatter. 
All characters come from var- 
ious backgrounds and boast a 
variety of unique skills they 
can use during the game. For 
specifics on the strengths and 
weaknesses of each player 
character, see the Characters 
chapter of this guide. 


After choosing mode of play 
and player character, sélect 
the desired level'of difficulty in 
Single Play and Network Play 
Free Mode, As difficulty level 
increases, enemies become 
harder to kill and their attacks 
become stronger. ~ Also, 
weapons, ammunition and supplies diminish in quantity. 


Initially, the only choices are Easy or Normal difficulties. Clear 
all five scenarios in Easy or Normal difficulties to open Hard. 
difficulty in the Collection menu. When you have attained. 
enough ranking points, you may then purchase Hard level from. 
the Collection menu. Clear all five scenarios in Hard difficulty to. 
open Very Hard and No Partner levels in the Collection menu, 
and then earn the required amount of ranking points to pur- 
chase these modes. The unlocking of higher difficulty levels is 
detailed inthe Collection chapter of this guide. airin 


KEEPING UP WITH HARDER DIFFICULTIES a 


Description of item placement and enemy encoun- 
ters in this book focus on Normal difficulty level. 
Changes in the locations of key items may occur in 
Hard or Very Hard levels. Every scenario in the walk- 
through ends with a section titled "Notes Regarding 
Hard & Very Hard Modes." These handy sections 
point out the major differences encountered as you 
progress from playing Normal difficulty to Hard and 
difficulties, 


нщ LOBBY 


Hi Network Play mode, the scenario will not begin unt ай 
player characters enter the scenario lobby. The lobby is typ 
ically a limited area of the scenario's first room, without ene- 
mies or items. If four player characters do not enter the lobby 
before time expires, the game begins with whomever is in 
the lobby at that time. 


ReicadSwteh Aim Aim at Target 
Chat Shi Aim Forward 


20 Movement 
30 Movement 
Pause Screen 
Analog ONO: 


There are two ways to move your player character in the 
game, Moving the Left Analog 
Stick in any direction will 
move your player character 
relative to your onscreen 
view. For instance, if you move 
the Left Analog Stick left, your 
character will head toward 
the left side of your screen. 


Character acceleration is determined by the extent to which 
you move the Left Analog Stick. If you move the stick only 
slightly, your character will walk ata slow pace. If you move 
the stick all the way to the limit of its rotation, the character 
will run at full speed 


Ав you move around stages and environments, the camera 
angle may suddenly shift. Continue to hold the Left Stick in 
the direction held for the previous camera angle, and the 
character continues to move the same direction. Once you 
release the Left Stick, the controls reset and the character 
will again move in the direction that you push the Left Stick. 


The second method of character movement involves using the D- 
pad. Pressing the top button causes the character to move for- 
ward. Pressing the left or right buttons causes the character to 
turn to his or her right or left. Pressing the bottom button of the D- 
рай causes the character to back away slowly. This style of mov- 
ing in fixed directions is based on the classic Resident Evil con- 
trols, which may be more familiar to long-time series players. 


QUICK TURN. ra 


Press the bóttom'button of the D-pad and the Cancel button 
@ at the same time to execute a Quick Turn, This move 
allows you to effectively spin around and run from enemies 
that may leap out in surprise. This move is probably useful 
only if you prefer to use the D-pad to move your character. 


INTRODUCTI 


я 


CHARACTERS 


inematics, events and cutscenes enhance the. Могу aid 
sometimes reveal clues regarding your objectives. Номёег, 
events also count as part of your total game time, and you may 
wish to skip over them. Press START to skip a scene or event 
once it has begun. In Network 
mode, the game will skip a cin- 
ematic event when all players 
have pressed START at least 
once. If a scene continues to 
play, it means at least one 
player of the team has not 
pressed START. 


ACTION-BUTTON FUNCTIONS 
The Action button @ shares a variety of éase-spiecific funt Е 
tions throughout the game. During game play, use the Action 4 


MONSTERS 


button to search areas for 
clues and hidden objects; to 


take items and supplies; to 

open a door, cabinet, locke = 
or panel; ог to climb onto or 

off of a ledge. While viewing RECOVERY 
menus and sub-screGns, 


press the Action button to Е 


confirm your menu choice, 


While holding @ or (B, press 
Action to execute an attack. 
The attack performed depends 
on whether a weapon is 
equipped. More on combat із 
detailed in the “Combat” sec- 
Чоп later in this chapter. 


PUSHING OBJECTS 


Certain objects in the environment can be moved across the 
ground to create barricades, reveal hidden doorways ‚or 
crawlspaces, or to solve puzzles. To push an object, stand 
near the backside of the object and move against it. If the 
object can be pushed, your, 
character will hunker down 
and begin to slide it across 
the floor. While pushing an 
object, contact with ап obsta- 
cle, another player character 
ог ап enemy will cause the 
character to stop pushing. 


Penn FUNCTIONS ой 


While playing the game, you and other players can Communt- 
cate using а limited form of automatic verbal chat. The Right 
Analog Stick is used to issue basic commands and requests, 
as illustrated in the diagram 
f below. Press down on the | 
Right Stick to say, “Wait” ¡bd шоқыта 


“Есің іле Chat Shift button a| 
and томе the Right Stick 2 | 
са! не пале of other player | 
characters! or AIPCs. While 


Wodmgpressdomonhe| — ^ ^ | 
Right Stick to say "No." 


Press the Adlib button @ to post additional comments of а 
fandom nature This button can be used wisely to continue 
" соттипсабоје during downtimes. between action 
Sequences, or сап be abused to annoy your fellow players, 


For each commapd, requestor ad lib posted, a randomly deter- 
mined line of text appears onscreen. The line of text may ог 
ч по apply to the context of the current mission. For exam- 
" Bas are engaged in ad lib, one character 
might comment on (ће уме found in Room 306, This is an indi- 

cator that someone has 
already visited the room and 
found the Red Jewel. All other 
player characters that notice. 
this line of text onscreen can 


и Al are being attacked, issue 

the “Нер!” command and all 
AIPCs in the immediate room. 
should rush to your side and 


AIPCs will issue chat moo ad libdjust 
like а real play 
E ments in a timely manner you might 
AN жеше 


of logic. 


OPENINGDOORS — 


Position your player character in frontof a dcor-and-press 
Action @ to open the door. Provided the door’is unlocked, 
your character will open the 
door and step into the next 
area. The game must load 
additional data between 
rooms. Loading time can be 
reduced in both online and | 
offline play by installing the. 
game to a PlayStation 2 HDD. 


2 ae DOORS 

168 door is locked, your character will only rattle the doorknob 
in a vain effort to open the door. The easiest way to open а 
locked door is to find the key that will unlock it Alyssa can use 
her Picking Tools to open many locked doors пиће game. If all 
else falls, you can beat your 

way through most doors by 

attacking them, Locked doors 
can be blasted open with 
guns, bashed open with melee 
weapons, or rammed aside 
using а series of unarmed 
shoulder-butt attacks. 


"STATUS SCREEN ? 


Press START during game play to open the Status Screen. 
This menu allows you to view the health status of your char- 
acter, as well as other player characters ог AIPCs in the 
same room. In this menu, you may view descriptions of items 
acquired, or trade items with others. The Status Screen 
allows you to use items to heal your character or to heal oth- 
ers. The Status Screen is where you can equip weapons or 
reload firearms. You can also 
combine one or more herbs 
in the Status Screen to form 
Mixed Herbs of greater heal- 
ing power. Also, parts can be 
combined to form tools or 
custom weapons, 


Each time you start a new scenari 


jour chäfacter begins in 
excellent condition, also known as "FINE" status. If you бреп 
the Status Screen, your characters status is reflected in the. 
color behind his or her name, as well as the life bar near the 
bottom of the screen. When your character is in excellent 
health, the life bar shows a regular heart rhythm and glows 
green. As your character sustains damage from enemy attacks 
or explosions, his or her status will deteriorate to the 
“CAUTION” level. The life bar changes colors to reflect the 
remaining amount of life the character has left. Some enemies 
аге capable of inflicting “POISON” status on a character, which 
causes the character to gradually lose strength points as time 
passes. 


Ав characters drop іп status, their posture and movement 
speed are also affected. If status becomes poor enough, а 
jer ‚cha will be 
у escape or run from 
ing а virtual 


г status can be 
fed. by. using health 
ind recovery items, 


"Recovery Medicines and First Aid Sprays. Use of these items 
| instantly improves a character's status and posture, and his 
vement speed returns to normal. Administering 

ог Antidotes to a character can cure poisoning 


Screen, select the health aid and press Action @. Select the 

"Use" command to administer first aid to your character. 

‘More details on recovery items and character status are 
_ covered in the Recovery Items chapter of this guide. 


While exploring environ- 
ments, you may recognize 
useful supplies or necessary 
key items placed on floors, 
shelves, tables and other 
locations. Useful items are 
easy to spot, since they will | 
occasionally "glitter" as if 
your character is noticing them. 


в - А. 4 —] as 
To E ап item, you must have at leastone free inventory 


‘slot in which to carry it. Move to the item and press Action 69. 
to obtain it The Status Screen opens and the first available 
inventory spotis highlighted. Press Action again to move the 
item into the open spot. If 
your inventory is full, you may 
exchange an item in your 
possession for an item in the 
environment. Simply highlight 
the object you wish to dis- 
card, and it will appear inthe 
environment where the new 
object used to be. 


Some items can be combined and carried in a single item 
slot, such as ammunition or medicinal pills. If you are 
attempting to grab an herb and you already have ё compati- 


ble herb or herb mixture in your inventory, you can mix the CHARACTERS | 
two on the spotto create a new Mixed Herb. E 


Only one item can be picked up at a time, even if multiple 
quantities of an item exist in the same spot. Most characters 
can only carry up to four items at а time. Yoko can carry 
eight, due to the knapsack she carries. While Yoko picks up 
an item, it can be stored in the knapsack immediately by 
selecting the knapsack in which to store the new object 
instead of an inventory space. Cindy can pick up additions 
quantities of single herbs by highlighting her Herb Саз 
instead of an open item slot. 


MONSTERS 


ING ITEMS‏ ا 
To im in Your inventory, open the Status Screen and‏ 


highlight the item. Then press Action to open the popup 
menu, and choose the "Use" command. If the item is a key or 
object to be used on a door or device, you must be standing 
directly in front of the door or location in order to use the key ^ scegli 
successfully. 


МТМО! 
Any character can equip a MODE) 
melee weapon, a throwing 
weapon ог а firearm by 
М selecting the weapon in the 
Status Screen and pressing 
Action @. Choose “Equip” 
from the popup menu, and 
the character will draw the 
weapon and hold itin his or her right hand. Firearms can also 
be equipped if you choose the "Reload" option. But for this 
to succeed, the firearm's magazine must be partially empty 
and you must have the proper ammo on hand. Characters 
can also equip a First Aid Spray and spray it on an ally as he 
or she walks past. 


'<COMBINING ITEMS 


WI you Select an item in the Status Screen and press 
Action @, one of the commands оп the popup menu is 
“Combine.” This command allows you to logically combine 
any two items. You may combine ammo with firearms to 
reload them, or you could combine herbs to make better mix- 
tures. Yoko can combine items with her knapsack to store 
them away for later use. Cindy can combine herbs with her 
Herb Case to store them. David can combine items to create 
homemade weapons, as long as he has some pieces of Vinyl 
Tape remaining. George can combine herbs and Mixed 
Herbs with his Medical Set to make medicinal pills, In some 
instances, two or more key items must be combined in order 
to form a more useful object, such as combining the 
Detonator Handle and the Detonator Main Unit to form the 
Detonator assembly in the “Outbreak” scenario. 


STING ITEMS. 


When you аге in'the same room with other player charac- 
ters, you can view their status and the items they possess on 
the Status Screen, If you need an item that another player 
character has, then move the cursor to that item space and 
press Action @ to request a trade with the player. If you аге 
requesting an item from ап AIPC in Single Play mode, 
they will always move to your 

player character and present 
the item for you to take. 
When an item is presented to 
you, move your character 
directly up to the offering 
character's hand and press 
Action & to take the item. 


NTING ITEMS. 


Лат item is*being requested from you, the Status Screen 
opens and the requested item flashes. If you гй to turn 
over the item, press Action 
9 and choose the "Present" 
command. Your player сһаг- 
acter will hold out the йет 
for your partners to take. 
When presenting an item in 
Single Play mode, the near- 
est AIPC will approach and 
take the item from your hand. 


While-requesting or presenting items, always consider giv- 
ing the person an item in trade. Normally, when you move to 
take an item from another player characters hand, the 
Status Screen opens with the cursor already positioned at 
your first open item slot. However, if you move the cursor to 
an item slot that is occupied by a weapon or supply, that item 
will be moved into the other character's inventory when the 
trade is confirmed with the Action @ button. If you are 
requesting something from а player character in Network 
Play mode, you:must always 
be willing to give up some- 
thing in return. Conversely, if 
you give an item to another 
player and they ‘give you 
nothing in return, don't hesi- 
tate to request an item back 
immediately. 


Additionally, if your inventory is full, then you &anot request 
an item without giving up one in return, Carefully consider 
which item to hand over, taking account of your needs. as 
well as the current needs of the partner with whom you are 
trading. View his ог her current health status, as well as the 
amount of ammo he or she has left Offer whatever that рег- 
son is lacking in trade, and you are both more likely to sur- 
vive together. p^ 


When in the тоот with a 

player character or AIPC 

who is dead, open the Status | 

Screen and you can view the. 

items the person possessed 

just before he or she died. A 

dead character can be used 

to store up to eight items for 

the group, and thus his or rhert body ап \һе used asakind of | 
storage point! | 


Like items, files glitter in the. 

environment. Your player 

character can read and 

memorize files the same way 

items are obtained, by mov- 

ing to the file's location and 

pressing Action d to read it 

To reread files, press START 

to open the Status Menu, and press (B to view a list of text 
files found during the game. 


When you find a file in the environment, you have the option 
to read the file then and there. If you choose “No,” you may, 
still view the file later using the File Screen. Reading files is 
a real-time event, which means that you are vulnerable to 
attack while reading a file. Make sure that no danger is immi- 
ent before stopping to read materials. 


Pressthe Map button @ to bring up a map of your surfound: 
ing area. If you have obtained the map of thé building “or 
stage, then you can view any room, including those not yet 
visited, as Well as other 
floors of the stage. If you 
have not yet memorized a 
map, you can only view 
rooms you have already visit- 
ed, and you cannot view 
other floors except for the 
one you аге currently оп. 


While viewing ће map, move the Left Analog Stick to adjust the 
viewing area. Position the crosshairs over a room to view its 
name: Move the Right Stick up or down to zoom in or out, 
“respectively. Press (B ort to view the next level down, or press 
ог @ to view the next level up. Green rooms indicate areas 
you have visited. Red areas indicate your current location 


Тһе map also displays the locations of other player charac- 
‘ters that are calling for help, player characters that are 
crawling on the ground and about to die, and dead player 
characters, Items left in a room are indicated on the map by 
icons that indicate the type of item. 


e mapana dieci he oe еп. 


Green Diamond 


Position of another player character who 


15 speaking. 
Yellow Diamond Position of a player character who is crawling | 


Red X Position of a dead player character. 
= jon of a recovery item. ________ 


Position of a weapon. 


Position of ammunition, | 


Position of items in the “other” category, 
such as keys, otc. 


- inis Mom Sene" abi ig 


Press ши during game play to bring up the Options Menu. fh 
Single Play mode this will pause the game and'allow убило 
take a short break. In Network Play mode, real time continues 
and you might be attacked while viewing the options. 


INTRODUCTIONS 


During game play, you can change your controller scheme, 
adjustthe screen brightness and position, or even exitthe game 
using the Pause Menu. All changes you make to your configu- 
ration will be saved when the scenario is successfully complet- 
ed. To make changes to the configuration immediately, use the 
Options command of the Main Menu before starting a scenario. sj 


SAVING THE GAME Кз a 


During a Single Play or Network Play Free Mode.game, уда CHARACTERS 
can create a temporary save on a Memory Cardinsgrtediinto 

Slot of your PlayStation 2. То save, find one of the blue type- 

writers located in several places in each scenario stage. 


Move to the typewriter and we 
press Action @. When the + = = 
game asks if you would like 

to save and stop, choose = 

“yes.” The game records 

your progress and data to the 

memory card, then exits to 

the main screen. 


RECOVERY f 


GAME BASICS 


This function can only be used to interrupt a game temporarily. 
When you load your data from the memory card, the temporary 
save is erased. In the Free Mode of Network Play, you may 


save your progress in a game and go back to finish at a later Е“ 

time, either with ог without the other players you started the 

scenario with. The same rules and settings created at the start - 

df the scenario will still apply when the save game is loaded. РЕТ 
VIRAL INFECTION а 

All player characters start every scenario ihfecféd with med 

virus that gradually spreads throughout the pérson's Bady 

‘over the course of time. The virus acts as a kind of timer, 

requiring that the scenario must be completed before too Б. 

much time elapses. Damage or contact with enemies raises) 

the virus meter significantly, “SPECIAL ITEMS 


The gradual spread of the virus can be halted for certain 
lengths of time by taking Anti Virus medicines in pill form. This 
allows you more time to search the environments and gath@f coy err 
enough supplies to complete the scenario properly. Anti Virus 

pills can be found sometimes during certain scenarios. George || 
is capable of making Anti Virus medicines of various powers by 
mixing Mixed Herb compounds with his Medical Set. 


Ifa character assumes so much damage that he or she can no i When a player character has taken so much damage that he 


longer walk, the character will fall to the ground and can only or she must crawl, the virus begins to spread rapidly through 
crawl. While a character is crawling, the virus will spread rap- that person's body. Picking up the crawling person will return 
idly through the body. When the virus spreads to 100%, the the infection rate to normal. It also restores just enough phys- 
character dies and returns to life as a zombie. Ifthe character ical strength points to allow the wounded character to move 


that reaches 100% is the last player character alive, the game 
ends immediately. In Single 
Player mode, the game also 
ends immediately if the lone 
player character dies of the 
virus. If you are wounded to 
the point where your charac- 
teris crawling, use a recovery 
item immediately. 


independently... Characters 
who are rescued from crawl- 
PAM ina can equip weapons again 
and can help you survive the 
scenario, In the "Outbreak" 
scenario, an important objec 
live is carrying ће МРС Bob 
10 safety. 


If your character di result of damage from enemies 
‘combined with the spread ofthe virus, you will réturg to feas 
А. ое of the undead іп Nelwoik Play modo. As à zombie, you 
Characters that are severely wounded will not move 86) can stagger around by usi Left Stick or D-pad. The Ad 
quickly as normal. A player character at full health can help Lib button @ allows you to gruntiand groan. Press Action 6% 
an injured character by carrying the wounded person оп his 10 attack your former allies, whonkyou might blame for your 
or her shoulder, When а healthier person is carrying a X fate. To chase room to room, attack 
wounded character, the injured won't be left behind. To сату _ 
а wounded player character, AIPC or NPC, move to that per- ime th exact revenge on your 
son and press Action @ to $ i y player characters 
carry him or her on your | 
shoulder. Press Cancel @ to 
stop carrying another char- 
acter. IF you are a player 
character being carried and 
you want to walk on your 
‘own, press Cancel to make 
the other person release you. 


z my 
All characters are also capabl E oor stomp. Wh 
ons ‚hold а 


character has no weapons ec 


All characters are capable of an unarmed attack. While the 3 Е pue 
character's hands are free of weapons, hold @ or (B and. Бес 
press Action Ф to perform a shoulder-butt attack. This 
attack can be used to inflict tiny amounts of damage to ene- 
mies, and to knock opponents backward. While an enemy is 
staggering backward from 
this attack, you have an 
opportunity to run away and 
escape. The shoulder-butt is 
also useful in breaking open 
locked doors and in knocking 
down other types of barriers. 


tling creatures) si 
Leeches or Baby Mott 
zombiesøthat have fai 
and fallen to фе, 


Dor-level foes. 


Hold @ or (B and press Cancel Ф to ‘perforti a special 
action. Each character has a unique special actíon that fle'or 
she may perform even while equipped with a weapon. Many 
characters‘ special actions allow them to avoid or guard 
against damage from enemies. Kevin performs a powerful 
kick that will knock down locked doors or cause enemies to 
stagger. George has а pow- 
erful tackle attack that can 
knock an enemy flat on the 
floor. Be sure to employ your 
characters special actions in 
combat situations. See the 
Characters chapter to learn 
more about your character's 
special actions 


Melee weapons are short-range, temporary weapons that the 
player character equipsin the hand, such as Iron Pipes, Sérub 
Brushes, knives, or hospital 

Crutches. To use a melee 

weapon, hold @ or b to raise 

‘the Weapon, and press Action 

«Э to bash your opponents. 

Mark uses melee weapons to 

greater effect than any other 

‚character. See the Characters 

chapter for details. 


Except for knives, all melee weapons degrade in quality after 
several uses. Pipes become bent and unusable, broomsticks 
break. Eventually, the character will wear the melee weapon 
down to a nub that is only 
wseful for throwing at an 
enemy. Melee weapons don't 
break in Infinity mode. 


Throwing weapons are pro- 
jectiles that can be used 
once only. Since throwing 
weapons fly in an arc from 
the character's hand, you must stand at medium range in 
order to hit your target. If you are too close, the weapon will 
fly over the enemy! After throwing an item, the player char- 
acter's hands will be clear. Equip another weapon immedi- 
ately in preparation for the next attack 


ing weapons include Chemical Bottles, Molotov 

айз, Concrete Pieces, and melee weapons that have 
been worn down to the nub. In Infinity mode, the same 
throwing weapon can be tossed repeatedly. However, you 
still have to re-equip your character after every 1055. 


А firearm is any weapon that requires ammúñition to attack. 

Firearms can be used to attack enemies from medium orang 
distances, limiting the chances that an enemy will be able to 
counterattack or inflict dam- 
age to the player character. 
Firearms include projectile-fir- 
ing weapons such as 
Handguns, Shotguns, Grenade 
Launchers, Rocket Launchers, 
and even Stapler Guns. 


BROKEN FIREARMS: 


During the “Below Freezing Point” scenario, 
firearms can be broken by the claw swipe attacks 
of Hunters. To fix a broken Handgun or Shotgun, 
David the plumber can use his Junk Parts to make 
repairs. If David's services are not available, the 
broken weapon is useless: 


CHARACTERS — 


MONSTERS) 


Press and hold @ to make your character auto-aim at thi 
closest enemy. If the enemy moves ог ducks; press @:to 
adjust your aim. Sometimes, you may wish to attack,an 
object or barrier ratherthan an enemy target. In such cases, 
position your character fac- 
ing the object and hold (B to 
aim directly ahead. Aiming із 
a factor in using not only 


RECOVERY 


ver 3 


firearms, but also in using = 


melee weapons and sc 
unarmed attacks. 


NEMO 
MODE 

While aiming at one enemy target, you may Wish to switch p 

aim to another, For instance, if you are shooting one zombie 

and holding it at bay roughly ten feet from your character " 

another zombie may charge SPECIAL ITEMS 


in to attack from the side 
Hold (B and press @ to 
switch aim to next-closest 
target. Adjust your aim often 
using the @ button, so that 
your character will "track" 
moving enemies with his or 
her weapon. 


сошст 


RELOADING 


Firearms can be used until the weapon's magazine runs out of ammuni- 
tion. The weapon must then be reloaded with compatible ammunition to 
be used again. Reloading is a real-time event, leaving the player charac- 
ter vulnerable to attack by enemies in the room. To reload safely, escape 
10 another area or reload while another player character engages the 
enemies. Firearms do not need to be reloaded in Infinity mode. 


Hold the @ button to reload an equipped firearm. Release @ to stop 
reloading. Firearms can be reloaded faster when the player character 
possesses a full magazine for the type of firearm equipped. 


SCENARIO COMPLETION 


RANKING:POINTS 


Upon completion of any scenario, the player is awarded a ranking grade based on the total time used to complete the mission. This 
grade and several other factors are combined in a complex formula to determine the ranking points achieved by the player, Ranking 
points can be used to “purchase” bonuses and extras in the Collection screen, so earning a lot of ranking points is important. 


Examining the formula listed below, it is easy to ascertain how to achieve a higher number of ranking points per game. Playing 
online increases the multiples applied to your score, and thus allows you to gain thousands more points than playing offline in 
Single Play mode, The second most important factor is ranking grade, which means you must complete the scenario in lightning- 
fast time. Also, if you can complete the scenario without taking damage or using a weapon, you stand to gain points in the tens 


of thousands. Considering that more than 500,000 ranking points are required to purchase every bonus item in the Collection | 
screen, you can see how important itis to boost your ranking points acquired per game. E pr 


SINGLE PLAY MODE ТИШИ Network Play Mode 2 

А = Total ranking points achieved per scenario Event Checklist itam. А = Total ranking points achieved per scenario Event Checklist item. 

В = Number of Special Items in possession at the time of scenario B = Number of Special Нет in possession at the time of scenario 
clearing, x10 (Game Over - 0 pts.) clearing, x10 (Game Over = 0 pts.) 

€ = Clear bonus (Clearing the scenario = 500, Game Over = 0) © = Clear bonus (Clearing the scenario = 500, Game Ovar = 0) 

D = Difficulty multiple (Easy = 05, Normal = 1.0, Hard = 12, D = Difficulty Multiple (Easy = 08, Normal = 1.0, Hard = 12, 
Very Hard = 1.75) Vary Hard = 1.5) 

E= Surviving AIPC multiple 2 people = 15, 1 person = 1.2, 0 people = 08) F= Clear Time Ranking Multiple (5 = 100, A = 75, B - 45, C - 30, 
Game Over = 04, No Partner Mode = 1.0 5, E = 20, Game Over = 15] 

F= Clear time ranking multiple (S = 25, А = 22, B = 20, C = 14,0 = 17, G= Special Bonus Multiple (Normal = 1, "No Damage" 
Е = 15, Game Over = 1.0) No Weapon” = 2, “No Damage" & "No Weapon" 

6 = Special Bonus Multiple (Normal = 1, "No Dama Result Point = (А + В + C) x D x F x (Truncates below 
"No Weapon" = 2, "No Damage" & "No the decimal point) 

Н = Mode Multiple (Scenario = 1, Infinite Amm. 

Result Point = (A + B +С) X DxEx Fx Gx H 

(Truncates below the decimal point) 


> “CALCULATION OF RESULT POINTS i thy зла 


Achievement of objectives and triggering of key events adds 
to the event checklist and accumulates in the completion 
ratio percentage earned. Normally, you can achieve only 
roughly 40% - 80% of the event checklist items in one play- 
through of any given scenario. However, the events achieved 
are permanently recorded on the Event Checklist, viewable 
by pressing @ on the Scenario Select and Character Select 
screens. So eventually, you can acquire 100% of the sce- 
natio's Event Checklist items. When you have achieved 100% 
completion ratio for every scenario, Infinity Mode becomes 
available for purchase in the Collection menu. 


ak gaz TT arap vy 


Press @ оп the Scenario 
Select screen to view the 
cumulative Event Checklist. 
Use this list to determine 
which objectives you havê 
yet to complete. 


Hidden in comers and crannies of every stage’ аге secret = 
items, which help to unlock bonus features of the'game. There 
are 20 Special Items to find in each scenario, plus 20 or more 
additional "Character-specific" Special Items that only cer- 
tain player characters can 
find. However, you can only 
find a total of 8 Special Items 
per play-through. Additionally, 
Special Items only appear in 
“sets,” so that only certain 
Special Items are available 


ШЕТІ” 


each time you play. "utt шта 


The number of Special Items found during a: play-through 
adds to the overall ranking points, albeit in a very small way. CHARACTERS. 
When certain quantities of Special Items are found and 4 


recorded on the Character Log menu, bonus features are 
added to the Collection menu and made available to “pur- 


chase” with ranking points. Refer to the Special Items chap: | MONSTERS 
ter to view a complete lists of Special Items as well as maps > 
detailing the locations of all 260 Special Items. The Collection. 
chapter contains information on bonuses unlocked by find- = 
ing certain Special Items. MEAR 
RECOVERY 3 
KEY ITEMS 


This chapter is all about teamwork. Cooperative game play is 
the only way to thrive and survive in Resident Evil Outbreak 
So whether you're playing Single Play or Network Play 
mode, this chapter has plenty of tips to improve your playing 
abilities and work with other player characters to achieve 
your collective goals. Adhere to the guidelines provided 
within, and you will prove to the online community that you 
ace a worthy player who should be invited to апу game. 


With only four slots to fill, you must try.to balance out what 
few items you can tote. As a rule of thumb, carry onlyone 
weapon plus compatible ammo. Fill your third slot with one 
recovery item or a Mixed Herb, 
unless you're playing as Cindy 
and have the ability to carry 
more in your Herb Case. Leave. 
your fourth space open to grab 
key items and additional 
weapons to trade with other 
player characters. 


Although Yoko сап carry eight 
items, try to stick to the same 
rules when playing her. Yoko 
should fill her backpack with 
recovery items and extra ammu- 
nition, and hand out these items 
to other player characters when 
their supplies run out 


Shoot only enough times to knock a zombie'to tHe ground, 
then holster your weapon and stomp on its head until it digs. 
Avoid firing too quickly, because you may waste bullets 
when an enemy is already dead. Use the appropriate 
weapon to suit the situation. Do not “overkill” enemies by 
using weapons that are too powerful against weaker foes 
For instance, avoid using а Shotgun to blast individual Baby 
Moths when one quick foot stomp works just as well and 
consumes no ammo. If you suspect that a boss fight is about 
to occur, or if you know а major battle is coming by reading 


the Scenarios chapter, then try | 
to conserve powerful weapons 
such as Shotguns and Grenade 
Launchers. Ammunition wasters 
are not only rookies, they are 
also a drain on the teams resources. 


Іп keeping with the “Ammo 
Conservation” tip above, use 
Shotgun Rounds wisely by maxi- 
mizing the damage with each 
blast. Unlike other firearms, the 
Shotgun only works well at close 
range. You must wait for enemies 
to approach just inches from your character before firing. 
In the case of zombies and other humanoid enemies, the 
damage of a Shotgun blast is tripled when you aim for the 
face, As a zombie approaches, hold @ and hold the Left Stick 
or D-pad up. Your character will raise his or her aim. When 
the zombie is just inches from the edge of the shotgun barrel, 
fire and you will very likely kill the enemy with one strike! 


Player characters are not just 
pretty faces to wear like masks, 
When you log online and play 
scenarios as а certain сһагас- 
ter, your teammates expect you 
to play the game in a certain 
manner, according to your char- 
acters abilities. Make sure you are familiar with the capabil- 
ities of the player character you've chosen. 


want. But just be sure to use 
those herbs to cure your fellow 
teammates as well as yourself. If 
someone needs healing, call him 
a or her by name. When Cindy is 
facing a character, select an appropriate herb or Mixed Herb 
from her Herb Case and use the “Aid” command to adminis- 
ter recovery. Players expect Cindy to perform such services 
at least once or twice each scenario. 


If you're playing as George, 
allow yourself to lag behind the 
others a short distance and see 
what kinds of herbs are left over 
in previously explored areas. 
Use the Medical Set to mix pill- 
form medicines that will be more 
useful in the scenario being played. For example, in 
“Outbreak” George should make plenty of Recovery 
Medicines to help others recover from damage, or Antidotes 
to cure poisoning if playing harder difficulty levels. In "The 
Hive,” make plenty of Hemostats to cure bleeding inflicted by 
Leeches and the Leech Man. In "Decisions, Decisions," 
which is an unusually long scenario, be sure to create plenty 
of Anti Virus items. Other player characters have a right to 
expect George to be handing out pills occasionally through- 
оша scenario. 


When playing as David, avoid 
collecting firearms. Instead, find 
the parts that allow the handy 
plumber to create unique 
weapons, such as Spears, Flame 
Sprays and Stun Rods. David can 
even trade these crazy inven- 


tions with other teammates. If someone hands you a Broken 
Handgun or Broken Shotgun, use your Junk Parts to fix it and 
then return the item. Teammates expect David to make at 
Feast one of his custom weapons per scenario. 


Two player characters arrive at 
a piece of ammunition simulta- 
neously. Without Keyboard or 
headset communication func- 
tions, how do the two of you 
decide who gets to reload? 


There really is no way to negoti- 
ate such a situation. The best rule of thumb is for both play- 
ers to try to pick up the ammo. The player character that 
receives the ammo should reload his or her weapon, and 
then offer the remaining ammunition to the player character 
that wanted the same bullets. However, if no ammunition is 
left over, it might be a wise idea to "make it up" to the person 


might be, find it and take it to the 
player character that was left out 
last time. Ifthe person is mindful 


INTRODUCTION 
of such transactions, they will 
drop whatever grudge they had 
when you took the previous ammo. 
GAME BASICS 


The same ideology should apply to recovery items, weapons 
and other supplies. If you already have one weapon, don't try 
to take a second. If you have one recovery item, do not hog 
jp three more, 


NEW 
SURVIVAL 


All players want the same thing. 


All of the team members need CHARACTERS 
for the forklift cargo to be raised 
in the Liquor Room, The whole 
team wants the Leech Man to 
MONSTERS 


die as soon as possible. So do 
notstand around, waiting idly for 

your partners to perform key tasks. Everything should be 
done in pairs, at the very least. If you see someone going for 
the Forklift Key in the Wine Room, go with him ог her. Even if 
the other player achieves the objective, at least that player 
won't feel like the team expects him or her to do everything. 


WEAPONS — 


On the flip side of this, a little RECOVERY ITEMS 


patience is sometimes required 
when dealing with new players. 
For instance, if you enter the 


Liquor Room and no one goesto КЕ "809 
the Wine Room with you to get 
the Forklift Key, then return to 

where the other player characters are and shout out some- иди 


one’s name: “David... Come here!” Get another player char- 
acter to follow you and show the person where the Forklift 
Key is located. Show the person how to raise the cargo in the 
Liquor Room, Patience is the way to make friends online, and 


NETWORK 
10 make better players out of your friends. MODE ITEM 
USTS 
Ur ТРАГ ТІ РЕТ 
THE TRADING MARKET : 
Other player characters will 
sometimes ask you for the items PS 
that you have, whether or not 
they really need them. Whether 
you agree to hand over an item Ere. 


freely is entirely up to you. 
Naturally, it is always better to 
trade items rather than to keep things when they serve no 
purpose in the immediate context of the scenario. 


ou en with 
real people; they are just as 
capable of offering aid in times 
of crisis, or they may coldly 
leave you at the mercy of preda- 
tors when you need help the 
most. When in doubt as to whether to trust another player, try 
to be а helpful and reliable person first. Give away a few 
items without expecting them in return. However, avoid giv- 
ing away everything you find. Remember the people to whom 
you have given items, and keep track of whether or not they 
returns the favor somehow. If you keep giving a person items 
and get nothing in return, start saying “No” to item requests 
Until you get something back. 


Because requesting items 
opens the Status Screen, it is 
rude to request an item from 
another player character while 
he or she is engaged in combat 
Wait untilthe person has defeat- 
ed the enemies, or even better, 
help him or her clear the area. Then you may request items 
that you want or need without fear of ruining the game 
experience of others. 


ERATIVE COMB 
In previous Resident Evil games, 
there were ways to escape the 
grip of enemies like zombies and 
zombie dogs, reducing the 
amount of damage inflicted by 
reaking free more quickly. In 
‘Outbreak, this is not the case. If 
AP EE сег gribbed itis entirely up to his oper 
‘fellow teammates to help the person break free and take а 
minimum of damage. When zombies or ather enemies grab 
any of your partners, blast the enemy to set your ally free 
more quickly and reduce, if not negate, the damage done to 
your friend, If all teammates make it through the scenario, it 
means more points for everyone! 


LEAD BY-EXAMPLE, а: 
NOT BY COMMAND 


The chat functions of the game 
allow you to communicate with 
the other player characters in а 
limited fashion. However, this 
function must be used with some 
common sense. If you run ahead 
of the team and constantly bray 
out “Come on,” then others will soon tire of your presence. 
Only use commands such as “Come on!” or “We have to gol 
when you feel like others are standing around doing nothing, 
or just making themselves targets when they should be 
running from overwhelming enemy forces 


Otherwise, if you feel like lead- 
ing the team then lead by per- 
forming actions instead of con- 
stantly shouting out orders. Go 
grab a wounded player charac- 
ter and carry him or her to the 
next area, rather than let that 
person stay in a hot zone and suffer more damage. If you 
start a scenario and no one seems to be taking up weapons 
placed in obvious locations, then collect the weapons your- 
self and hand them out. If other players are trying to break 
down a door and you know where the key is, go get the key 
and unlock the door yourself rather than shouting nonsense 
at your comrades, Players may tire of hearing your voice if 
you constantly call their names, Make sure you call upon 
another character only when you want to trade with them or 
give.them something they desperately need. 


Avoid “playing the hero” or “tak- 
ing one for the team.” This game 
in particular is not very forgiving 
to players who stay behind and 
fight while others move on. If the 
rest of the team is out the door, 
fire one last shot or two and then 
follow after your friends before the door closes. You can be 
a hero by helping your teammates move from area to area, 
recover, and survive. If you die because of unnecessary 
heroics, the whole team misses out on points with your passing. 


If you die during the game, you join the opposing team for а 
brief period as one of the walking undead. You may travel 
from room to room and attack other player characters. 
However, don't apply this newfound power too liberally. If 
another player ignored you throughout the game, then, in a 
sense, he or she із responsible for your demise. Such player 
characters are fair game and you should try to kill them if you 
can as payback for letting you die. 


However, if all the players were extremely cooperative and 
assisted you during your time alive, then you really have no one 
but yourself to blame for dying. If you attack all the other play- 
er characters and attemptto make them lose the game as well, 
you might offend helpful allies. After such baseless revenge, 
you might find yourself dropped from a few buddy lists. 


If you wantto use this power without fear of retribution, then 
stick to playing solely in Scenario mode. But in Free Mode, 
keep in mind that players can choose their playing partners, 
and do not expect all to be forgiven all the time 


If you have turned into a zombie and want to give, а felloW 
teammate a good scare, then stand perfectly still and Wait 
for another player character to pass by. When a zombie PC 
is moving, itis pretty obvious that he or she is a zombie due 
to the persons outstretched arms and limping walk 
However, when PC zombies stand still, they look no different 
than when they were fighting for the good guys. When other 
player characters move in close, wait until they are just inch- 
es away and then move the Left Stick in their direction. Your 
zombie PC character will lunge after them with frightening 
speed. This scare tactic is worth quite a few good laughs. 
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The ordinary citizens of Raccoon City must rise and become 
heroes when disaster strikes the town. Each character 
adapts to the desperate nature of the situation, employing 
unique abilities that afford some chance of survival in this 
hostile environment. Understanding each character's abili- 
ties, strengths and weaknesses is tantamount to success іп 
the game. This chapter is all about acquainting you with the 
characters’ personalities and playability. 


lir other chapters, Resident Evil Outbreak deter- 
mints attack power, damage received and healing adminis- 
tered by an unseen system of physical strength points, These 
points indicate the number of attacks that the character can 
survive, and also reveal which characters are more durable 
than others. Some characters are more capable in combat, 
while other characters should avoid encounters as much as 
possible. Physical strength information is provided in chap- 
ter so that you may change your combat strategy when play- 
ing as certain characters. 


5 M BY Mode, two partner characters controlled 
by, artifigial intelligence (AIPC) will accompany the player 
character, Working with the partner characters is like deal- 
ing with two unique personalities while attempting to clear 
the scenario. Each AIPC moves, communicates, and accu 

mulates items in a unique fashion. Under the character 
descriptions in this chapter, you'll find pertinent descriptions 
of how each person behaves as an AIPC during a Single Play 
scenario 


The "item Preference" charts for the characters show 
which items they want to pick up, and in what order they — 
desire. For instance, after referring to the Item Preferenc: 


chart listed in Kevin's section, you can understand that, as | 


ап AIPC, Kevin's first goal is to fill one item slot with а | 
weapon. Typically, he will drop lesser weapons for more 
powerful ones, as indicated by the "Power" remark. Once he- 
obtains a weapon, he will try to pick up a recovery item, and 
then he will try to obtain ammunition. Once Kevin has 
obtained these three items, he will ill his last remaining item. 
slot with whichever item he finds next. 


This does not mean to say that AIPC Kevin will not take any 
other items until he finds the next one on his list. Rather, Не 
prefers a certain type of item, and if his inventory is full of 
other things, then he will drop an item he favors less in 
exchange for an item he favors more. 


On the other hand, a character like Yoko will first attempt to 
procure a recovery item, and then she will take a weapon 
and keep it regardless of its attack power. She will then fill 
her next slot with some type of ammunition, and then she will — 
seek to obtain yet another recovery item. Since Yoko has | 
eight item slots to fill, she will then look for more ammunition 
to acquire, This behavior is in keeping with her personality, 
since her main benefit to any group is her ability to stockpile 
additional supplies in preparation for any situation, 


Item preference information also indicates whether you can | 
hand a key item to ап AIPC and expect them to h 
For instance, if Kevin possesses a weapon, a recovery iter 
and some ammo, then you can hand him а key item to hold 
with confidence that he will not exchange it for the next item 
he sees. However, if Kevin has a recovery item and ammuni: 
tion but not a weapon, he might set the key item on the 
ground in exchange for the next weapon he spots. You can 
expect AIPCs to hold items for you only when their own 
needs are already fulfilled. 


CHARACTERS 
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OCCUPATION SPECIAL ACTIONS 
POLICE OFFICER, RACCOON CITY POLICE DEPARTMENT KICK: 
(RP) Hold QD and press 
PHYSICAL STRENGTH e THs и дио 
2300 POINTS knock enemies back- 
Кана fs a paloomen who ея 
Poles Capone: Ha hed жалы өні abi ned urd la as they мв 
темен tht god elo al ound ho MOI MEME Kevin 
аа oa pte wha боом дне on aman. eh Das rough room a 
things His happy-go-lucky, blissful personality sometimes fife tack. The КСК can also be used to break down 
кке Ste I, rn ibe ok. a cr ЕЕ 
Falcon маан tut ene 
PERSONAL ITEM: Hold В for a long moment while equipped with a Handgun E 
45 AUTO FOR KEVIN or the 45 Auto for Kavin. Soon, Kevin will readjust his aim. If 
АТО РОА РЕ weapon than the Е youwalto fre unut after Kevin hes ead. а aim is but 
icu a oe кесі олут еру уты 
Канг ойлап а іл ілес. па 


De) ИИ 
лак кисін CON When Kevin appears as a partner in Single Play mode, һе. 


В MARK WILKINS c 


OCCUPATION: 
SECURITY GUARD 
PHYSICAL STRENGTH: 
3000 POINTS 
Currently working for a security company in Raccoon City, Mark is а 
Vietnam War veteran. Over 50 years old, his robust strength has still not 
dimmed at all. He has tasted the emptiness of war, and thera is a si 
him that is mentally fragile. Now 
live in peace. 


PERSONAL ITEM: 
HANDGUN FOR MARK 
Marks personal automatic is similar to the other handguns found 
throughout the gama, Although Mark's Custom Handgun inflicts slightly 
iss damage per attack, Mark has modified the barrel to inflict better 
damage at longer range. 


SPECIAL ACTIONS: 
GUARD: 
Hold @ and press Cancel to guard 
against attack by enemies. Mark can 
fond off common attacks from most fre- 
quently encountered — enemios. 
However, his virus meter will still 
increase from the contact. Strong 
attacks from unique enemies will still 
cause damage to Mark even while he іс 
guarding, 
FULL SWING: 
Hold Bl) longer while equipped with a cylindrical melee weapon, such 
as an Iron Pipe, a Long Pole, or a Crutch, Mark 
weapon to the usual position, and after a moment h 
This indicates that Mark is res m a full swing, caus 
damage than the normal atta 


AIPC BEHAVIOR: 
When appearing as a partner charac 
tor in Single Play, Mark typically stic! 
roup. He will not attack ene- 
they approach within very 
close range of him. Не will not pick up. 
recovery items as long as there are 
other items to obtain, so you will very 
likely have to trade recovery items into 
his inventory in order to heal him. 


ЕЯ GEORGE HAMILTON | * ob 


OCCUPATION. 
DOCTOR 
PHYSICAL STRENGTH: 
2100 POINTS. 


А doctor who works at Raccoon City Hospital, George is a first-class 


surgeon. He doesn't exactly take the lead and call the shots, but he does 
possess a cooperative spirit and the power to naturally acquire the trust 
of other: 


SONAL ITEM: 
IEDICAL SET 
Е 


ind herb mixtures of various 

George can prepare a variety 

micals with many uses. With this 

form an herb into something more 
ї' current ailment: 


Blue Herb Recovery Medicine 
| Red Hero - Hemost 
Recovery Medicine 
(Large) 
_ AntiVirus 


Green Herb + Green Herb AntiVirus 


Antî Virus (Larga) 


Medicine Base Recovery М 
TACKLE: 

Hold EM and press Cancel. With this move and the proper timing, 
George can not only duck under the grasp of an approaching zombie, 
but he can also spring forward and knock the opponent several steps 
backward. He may oven knock enemies to the ground using this method. 
Holding the Cancel button longer extends the power af George's special 
tackle. The tackle is far superior to the other characters’ shoulder-butt 
attacks, not only due to the increased power but also because George 
сап perform this maneuver evan while equipped with a weapon. 


AIPC BEHAVIOR: 

In spite of the fact that George is a physically strong character, 
эз an АРС in Single Play mode he tends to shirk combat. The 
A doctor usually walks rather than runs, prefers to explore on. 
his own, and collects recovery items. If given the right 
herbs or mixed herb compounds, he will automatically 
convert the items into pils and medicines using his 

skills 


JIM CHAPMAN |’ 


OCCUPATION: 
SUBWAY TRANSIT SYSTEM EMPLOYEE 


PHYSICAL STRENGTH: 
1800 POINTS 
А subway employee, Jim is a friendly and cheerful fellow, but exposes. 
his cowardice and narrow-mindedness. Even though he means no harm, 
he talks too much and invites frowns of disgust from those around him. 
However, he has powers of intuition and is very good at solving puzzles. 


PERSONAL ITEM: 
COIN 
While hanging around a location that is free of enemies, 


select Jims coin and use it. Jim produces his coin and 
flips it in the air. The result is displayed onscreen. Each 
time the coin comes up “heads,” Jim's rate of critical hits 


increases 15%, Therefore, if you flip the coin three times 
ina row and achieve “heads” each tim 

Jim's critical hit rate rises by 

However, И the coin comes up 

the bonus is reset to 0%. Used wisely, 

the Coin can turn Jim into a real killing 

machine even though you wouldn't 

beliovo it possible! 


SPECIAL ACTIONS: 
PLAYING DEAD: 
Hold (8), then press and hold the Cancel button. Jim falls to the ground 
and remains motionless. Enemies will ignore him while he is playing 
dead, so this is particularly useful when surrounded, However, it is 
important not to overuse this because the virus gauge increases more 
rapidly whenever Jim plays dead. 
ITEM SENSE: 
Even if Jim is coming to a room for the first time, when the map is 
‘opened the position of the items in that room will be indicated by ques- 
tion marks. The type of item is not specified until the area is examined. 


АРС BEHAVIOR: 

In Single Play, Jim typically runs willy-nilly around areas, panicking and 
cursing. He often wanders away from the group. Jim tends to hoard 
weapons and recovery items, preferring to always have at least two of 
‘each in his inventory. He will use up First Aid Sprays and herbs, healing 
himself even when hurt only mildly. Jim rarely procures or hangs onto. 
ammunition, even if ће has the pertinent firearm in his inventory, If you 
want Jim to reload his weapon, oftentimes you must ask him for the 
weapon, reload it yourself, and then give it back to him. 


Recovery Нет 


DAVID KING 


OCCUPATION: 
PLUMBER 


PHYSICAL STRENGTH: 
2200 POINTS 
А quiet plumber, David doesn't speak at all about his past, but it's not 
because he's unfriendly; he just seems to be a man of few words who 
only speaks when necessary. With sharp eyesight and deft movements 


of his knife, be can prove his worth getting around in a scene of blood: 
shed 


PERSONAL ТЕМ: 
TOOL TRAY 
David's repair kit includes nine pieces of Vinyl Tape, 12 
Monkey Wrenches, a Folding Knife and three sets of Junk 
Parts. The Folding Knife can be equipped as a weapon 
and used in one of the special actions listod below. The 
Monkey Wrenches are also used in one of David's special 
actions listed below, but ho carries only a limited number per scenario. 
The Junk Parts can be used three times per scenario to fix a broken 
item, such as a Broken Handgun or Broken Shotgun. Vinyl Tape can һе 
used nine times to combine found parts into one homemade weapon: 


Kitehon Knife + Wooden Stick Spear 

Bug Spray + Lighter. Flame Spray 
Iron Pipa + Concrete Pi Hammer 
Пол Pipe + Battery. Stun Rod 


SPECIAL ACTIONS. 

MONKEY WRENCH TOSS: 

Hold @ and press Cancel to make David toss one of his Monkey 

Wrenches at a foe, a door or a removable obstruction, This tossed 
ieapon causes more damage than the usual unarmed attack. However, 

the number of Monkey Wrenches available per scenario is limited to 

what David carrios, and there is no way to obtain more. 

CONTINUOUS KNIFE ATTACK: 

Hold @ as a human-sized enemy approaches, and then press Action 

three times with the proper timing to perform a devastating combination 

knife attack. David is sure to become a favorite of all Resident Evil fans 

who prefer to clear whole adventures with nothing but a blade, 


AIPC BEHAVIOR: 

Davids personality as a loner and a rebel shines through whenever he. 
appears as an AIPC partner in Single Play mode. David tends to wander 
он and look for enemies to take on alone. Typically he will not retain 
recovery items, and he will not use them unless in DANGER status, For 
all these reasons, he is a somewhat difficult partner to keep alive. Try to 
keep a First Aid Spray handy when accompanied by David. When he is 
badly injured, spray him as he walks close by. If David obtains two items 
that he can combine, he will immediately build a homemade weapon. In 
spite of his apparent selfishness, if David already has two or more 
‘weapons then you can hand him important items to hold. He tends, to 
keep koy items and event objects until you request their return. 


( 1 PECIAL 
COLLEGE STUDENT ESCAPE: 
TREN Hold (B as an enemy 


HY | а approaches, and then 
за ота а е 


KNAPSACK ed Sho follows ће leer 
In addition to the usual four items, Yoko сап character at a short distance, but does not crowd you or 
сату another four items in her Knapsack, hover around as you move to procure items. She usuall 
To store items in her knapsack, select the engages in combat only in self-defense. As the player 
item and use the Combine command to character fights with enemies, Yoko tends to run off and 
combine it with the knapsack. The item will ‘search the room to procure recovery items and ammuni- 
be stored away. To make stored items avail- tion, However, she may assist you in combat if the "Help!" 
e тын аталатыны: ее 
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Recovery Нет 


ШШ ALYSSA ASHCROFT _ 


OCCUPATION: 
JOURNALIST 


PHYSICAL STRENGTH 

2000 POINTS 

Alyssa is a E journalist working for the local 
paper. With a vigorous sense of curiosity, she has an insa- 
tiable appetite for collecting various bits of information, 
This is the source of her power. With а pushy and strong 
personality, she is a sore loser who often clashes with 
others. But even though she is stuck on herself she does 
take care of her fellow man. 


Ta 


PERSONAL ITEM: 
PICKING TOOL 
Certain doors, cabinets and lockers throughout the game 
aro locked, but there is no key. Alyssa can open these 
doors and compartments with her set of lock picks. Stand 
in front of the door you wish to unlock, open the Status 
Manu, select one of Alyssa's picking tools and use it 
While the pick is in the lock, press Action rapidly to open. 
the lock. Press Cancel to stop the process. Each tool is 
shaped differently. If the first tool you choose is not open: 
ing the door as quickly as you'd like, attempt to use a dif- 
ferent pick. 
Regarding the special areas and compartments that only 
Alyssa can open, use the following table to speed up your 
lock picking, 


EI 


[m 


SPECIAL ACTIONS: 
BACK STEP: 
As the enemy is lunging for Alyssa, hold @ and press. 
Cancel to step just out of its range. This retreating move 
allows Alyssa to step back into the perfect range to coun- 
terattack with a tackle or a melee weapon. 
POTSHOT: 
Hold @ for a long moment while equipped with a hand- 
‘gun or certain other pistols. Soon, Alyssa will readjust her 
aim. If you wait to fire until after she has readjusted, her 
aim is better and she causes more damage to an enemy. 
with the next shot. This ability makes Alyssa more adapt 
able to combat than the other female characters. 


AIPC BEHAVIOR: 


ог no reason. She tends to follow the player character 


losely, and won't hesitate to compete for 
0 can pick it up first. While Alyssa does not a 

seek out enemies to fight, she won't hesitate to unload on. 

any foe that falls іп her path, Oftentimes, you'll find your 

self trying to pull har away from a meaningless fight in 

order to proceed. 


CHARACTERS. 


1500 POINTS 
А waitress at J's Bar, Cindy is a popular person because 
‘of her unbreakable bright smile. Whether irs her nature ог 
the environment, she's full of a service spirit and always 
thinks of other people over herself. Even in a severe situ 
ation, she unexpectedly gathers her courage and adapts 
to the realty of a cruel society. 

NAL ITE 
HERB CASE 


Cindy can store each of the numerous 


recovery herbs in this handy case, To oper- 


ate the Herb Case, select Cindy's personal 

item and the contents of the Herb Case will 

be displayed. The case comes loaded with 

two Red Herbs, two Green Herbs and two. 

Blue Herbs. This container will hold а maximum of three 

of each type. The herbs can be mixed together directly 
з long as there is one open slot inside the 
ап herb or herb compound to the normal 

inventory slots, select Cindy's case, open it and choose 

the herb or harbs to move, then select the “Take Out 

‘command. You cannot put other types of items into the 

Herb Case. Cindy can also treat others with the herbs in 

her case, applying healing directly to the afflicted. To treat 

other characters, move close to them and face them, 

choose an herb or mixed 

herb in the Herb Case, 

and select the "Aid" 

command, 


DUCK: 
Hold 00 and press 
Cancel when an enemy 
is about to attack. With 
the right timing, Cindy 
can duck under an 

m/s reach or avoid 
claw swipes or bites 
Rather than sticking 
around to fight, use the 
brief opportunity to run 
away. 
As a partner character in Single Play, Cindy tends to take 
on the role of nursemaid. She absolutely hoards recovery 
items, and heals herself only when har physical strength 
drops to half or less. She will approach and heal other 
characters with the medicine in her Herb Case twice por 
scenario, and then no more. Cindy does not actively seek 
to find weapons, but she will pick one up and equip it if 
she acquires (t "accidentally" You may have to find a 
weapon for Cindy and give it to her in trade early in the 
scenario. Cindy does not actively seek to combat ene- 
mies. She will often attempt to run past foes without firing 
a shot, even though she sometimes takes damage as а 
result. Cindy tends to attack foes only when other char. 
acters are attacking, or when characters are being 
attacked and cry out for help. 


The enemies of Resident Evil Outbreak fall into two categories: frequently encountered foes and boss monsters. Bosses are 
unique creatures with higher stamina and stronger attacks: They appear only once in all of the scenarios. The strengths, waak- 
nesses and strategies to defeat boss monsters are covered in the appropriate walkthroughs of the Scenarios chapter in 
guide. This chapter focuses primarily on the frequently encountered, non-boss enemies. 


The combat system of Resident Evil Owbraak уме on [ayer charactors can reduce өт Ым ШӘЙ MONSTERS 
hidden points system. Each monster is loaded (но е fame monsters can perform attacks % reduc@ фе 

with a certain number of physical strength points, randomly ИН and status of player characters. The num- 
chosen from a range of variables. These points determine 
how many attacks an enemy can suffer before it dies. So, 
while every enemy will have variable strength points, each successful. Keeping in mind the total number of physical _ 
creature is limited within a certain range. Compare the range strength points possessed by your character, as detailed и 
of physical strength points for any monster to any weapon's the Characters chapter, you can then determine how 
attack power, and you can determine roughly how many attacks your character can endure before а drop in 
attacks are required to kill a monster. death, Even without the math, these rangos allow you to e 


age inflicted to the player character every time tho attack is 


For example, a Handgun has a basic attack power of 140 
points at clase range, less at greater distances. This means 
that every shot delivered to. an enemy at close range sub- 
tracts 140 physical strength points from the enemy's total 
Therefore, а Zombie in Normal difficulty with 800 to 1150 
physical strength points may require five to eight Handgun 
attacks to Kill, or even more at greater range. Use this infor- 
mation to gain an understanding of how best to attack ene- 
mies throughout the game, Even without the math, these 
ranges allow you to. compare the relative "toughness" of 
enemies to one another. > 


amu ZOMBIE 
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Zombies are undead flesh-seekers given un 
life through mutation and reanimation caused 
by the T-virus. Zombies appear in many forms 
and dress styles. Zombies appear in clusters 
and also appear as lone individuals. They 
may be encountered standing idly in а i 
room, or they may be lying flat on the floor waiting 

for some unsuspecting fool to walk past f 

They are the most frequently encoun- y ae “ 
tered enemies in the game. Even “Ж 
though you may kill all the zombies їп 

а room, many locations cannot be 
cleared of zombies for very long. In 
most areas, zombies will "follow 
player characters into rooms, and 
some will even continue pursuing 
player characters from room to 
room, Zombies may even be player 
characters that were formerly your 
allies, who have died and returned | 
to Ме. 


Zombies are not exceptionally intelligent enemies. Their 
unique craving for flesh is a device of the T-virus coursing 
in their veins, a method of the virus to spread itself from vic- 
tim to victim. Their main method of attack is close-range 
combat. Therefore, if you can stay far enough away from a 
zombie and escape a room without suffering damage, there 
is no need to confront these creatures in battle. 


If you can fire upon zombies from a distance, you can 
defend yourself from harm completely. With each attack 
delivered to а zombie, there is chance that the zombie will | 
enter "fainting" mode. During a faint, the zombie will fall to 
the ground and become inactive for a short to medium [f 
length of time. The creature regains a small amount of phys- 
ical strength points during this time. When time expires, the 
zombie will rise again and follow after the closest player | 
character. While zombies are fainted on the ground, they | 
can be snuffed out by continuing to fire at them with low 
aim, or by stomping on them with your heel 


Zombies will strike player characters for small amounts of 
damage, mainly to “stun” the player character in prepara- 
tion for its more complex attack, Zombies prefer to grab 
player characters and then gnaw on the jugular vein in the 
Victims neck. Player characters armed with a loaded 
Handgun or Magnum will defend themselves from this 
attack with a point-blank headshot. If a player character is 
not equipped with a weapon, it is up to another partner 
character to shoot the zombie who has hold of the victim. If 
а zombie can be made to release a victim soon enough, the 
amount of damage it inflicts is reduced. 


Zombies can be damaged and prevented from 
attacking by striking them with melee and 
throwing weapons. Specific special actions 
such as George's Tackle attack or Marks 
Full Swing of a melee weapon can possibly 
knock a zombie to the ground with a single 
blow, sending the creature into fainting 
4 mede immediately. One or more zombies 
can be killed instantly by aiming a single 

7. Shotgun blast upward at their head region. 


Zombies are so numerous in the game that 
| attempting to fight all of them is a waste of 
time and ammunition. The simplest method. 
of dealing with zombies is to flee from them 
whenever possible, unless they bar 
access to the proper exit. 


( 


120-180 


Crows are native black birds in the Raccoon City area that 
have eaten contaminated meat or been attacked by infect- 
ed rats to become infected with the T-virus. Their infection 
gives them an intense hunger for living flesh, which is mere- 
ly the incubation method for the virus they carry. Crows 
tend to appear in flocks and attack as a group. 


CROW STRATEGIES ~is- i 


Crows attack by diving at prey, but this method causes only 
a tiny amount of damage and virus spread. These black 
birds are also capable of settling over а semi-stationary tar- 
get and instigating a deadly series of pecking attacks that 
immobilize the victim. The longer this attack is allowed to 
continue, the greater the damage inflicted. While the victim 


has по recourse against this attack, a partner character | 


can save the victim by shooting the Crow out of the air. 


Because Crows fly swiftly around areas, they are extreme- 
ly difficult to target. Unfortunately the best way to kill a 
Crow is to wait until it settles over one of your partners to 
begin its pecking attack. Crows can be killed with а single 
shot from a Handgun, or with one blow from а melee 
weapon. Crows usually appear in areas where the player 
characters must engage in a life-threatening task, such as 
leaping from one rooftop to another, or sidestepping around 
a narrow ledge outside the third story of a building. If Crows 
are allowed to interfere with such activities, a single attack 
can Kill a player character 


instan f 


u nz 


‘Network or Single, Very Hard 


‘Scissor Attack (Sting) 


SCISSOR WORM DESCRIPTION 


Scissor Worms are mutant insects that have grown long | 
tails with twin razor-sharp piercing stingers, which these 
monsters use to inflict POISON status on their victims. They 
appear in massive droves, flooding the streets of Raccoon 
City during the “Outbreak” scenario. Thankfully and unfor- 
tunately at the same time, they only appear in Hard & Very 
Hard difficulty levels. 


SCISSOR WORM STRATEGY 


MONSTERS 


firearm attacks. And due to their poison-inflicting attacks, 
melee combat is entirely out of the question. Scissor Worms 
do not move very fast, so they are easy to outrun. However, 
they appear in an area where you must accomplish several. 
objectives, such as setting up barricades and releasing and 
igniting a tanker truck's fuel. Scissor Worms love to sur- 
round these areas in clusters, where they can trade off 
stinging your character to the point where he or she cannot 
escape quickly enough. 


/ The best way to preventa grueling, poison- 

g” ous death is to arm your character with Blue 

JP Herbs and Molotov Cocktails before leaving the |Е 

$ bar building. A single Molotov Cocktail tossed 

into a group of Scissor Worms works wonders. 

# Also, a well-placed blast of Pesticide Spray will 

Ў cause a Scissor Worm to flip over and go into con- 

f, vulsions, revealing that all its mutation hasn't cured 

“үйе one chemical weakness. Likewise, the Flame 

Spray that David the plumber can create is also 

effective for sending groups of Scissor Worms 

into frenzies. Any of these methods may 

not be enough to Kil the mutant insects, 

~ || but may provide your character 88 
with ample opportunity to complete 

required tasks and escape. 


____ GIANT 8 Я BABY MOTH 


CENARIO A APPEA 


PHYSICAL STRENG 
Network Easy 500.800. 
TEE 


1300-1600 


1200-1400. 
1200-1550. 


Single Play Vary Hard 


Direct Attack 


GIANT MOTH DESCRIPTION 


The Giant Moth is a unique enemy that appears in the 
Underground Laboratory stage's Main Shaft room in the 
“Below Freezing Point” scenario. As player characters 
attempt to run from the central enclosure to the doors lead- 
ing to the outlying corridors, the Moth attacks by ramming 
into player characters to knock them down. It then spreads 
а cloud of pollen powder that inflicts POISON status. 


GIANT MOTH STRATEGY: <. у 


This overgrown nuisance can be brought down, 
but the task requires a severe amount of os 
firepower during a scenario that contains A 
scant amounts of ammunition. The best. 
way to deal with the Giant Moth is to f. 
wait inside the Main Shafts central 
enclosure until the creature departs 

from the bridge you wish to cross. 


SCENARIO APPEARANCES 


Network Norm: 


rk Har 


Network Hard 


Single Play Нап 
Single Play Very Hard 


Baby Moths are the mutant offspring of the Giant Moth in 
larval form. Having just hatched out of the egg, these tiny 
creatures slither slowly across the ground and attempt to 
defend their territory by spitting а damaging acidic sub- 
stance that also inflicts POISON status. 


BABY MOTH STRATE 


Baby Moths are hardly a bother, so run past them as quick- 
ly as possible and escape to the next area. However, if your В 
sadistic side is flaring up, Baby Moths are easily dis 
patched. Simply identify the "back" side of the creature, run 
behind it, and use a low foot-stomp attack to squish its guts | 
ош. Baby Moths can also be cut into nice breakfast slices 
using a Survival Knife. 


"CE қ А CENARIO АР 


ENGTH Рс 


nd Single, Hard 
1400-1700 nd Single, Very Hard. 
250-1150, 


ala Play Hard 1200-1850 
ale Play Very 1400-1700. 
АСК Pow 
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indina At 77750-50 


'ombie Dogs аге stray hounds that roam the city, looking for 

= fresh, living meat to attack. Having lost their pack instinct Í monsters 
during viral conversion, Zombie Dogs now appear alone EEE 

|| and infrequently. They run as quickly as they ever did in life, 
and they attack by leaping off the ground to snap with their 
powerful jaws or by grabbing a victim’s leg and chewing on 
it mercilessly 


Hunters are humanoid lizard-like creatures that scour areas Y ZOMBIEDOG STRATEGY 

looking for easy prey: Humans. With сан ке reflexes and | 2. un; 

instant strike capabilities, this is one monster that can go Zembie боре ara easier o kill at distance, berare o 
from zero to a hundred in an instant. Hunters tend to follow | а Өлік 

player characters, lashing out with quick attacks whenever | ПО О РЕН ДА ИВ АЈ 
they believe the target cannot dodge or escape. Not even Y These creatures have a tendency to circle their prey sever- 
attacking from long distances can save you, because I times. When this pattern begins, simply aim down at a 
Hunters can leap down long corridors and across large | ile spot and wait for the Zombie Dog to run under your 
rooms to attack. When characters aim weapons at a Hunter, Aa hat Froma ова но «Боп pet КЕ 
the creature can break a firearm or melee weapon with a | s d: Таке th finish th 
single swift attack that also inflicts damage on the holder. ЗЫ Аты N НЫ 


nongrel with low foot-stomp attacks or a few more bullets. 
HUNTER STRATEGY ~is р 


i [Try to prevent the creatur 
= 

Hunters tend to stalk areas until they come in close range of °" to use against Zombie Dogs. As us 
a player character, or until they notice a human pointing a | the best tactic is to escape their t 
gun at them. When dealing with Hunters, the trick is to run without incident if poss 
through their territory and escape as quickly 

as possible, without wasting ammo or 

losing weapons in the process. When 
faced with a do or die situation, such as 
in the Turn Table Room during the final 
countdown sequence of “Below 
Freezing Point,” stay moving until you 

find a position behind a Hunter, out of its 

line of sight. Then open fire with a Handgun | % 
or Shotgun. If the creature falls to the floor, | 

wait for itto stand and then shoot it again. 
Repeat this strategy until it screams in 
defeat and dies. In Hard and Very Hard / 
difficulty levels, Hunters gain the abil- 

ity to perform an instant kill attack 
Be sure to avoid combat with 
Hunters as much as possible when 


from rising up to attack again. 
Due to their speed and cunning, melee weapons are 

l, 
ritory 


MODE TEM = 
LISTS _ 


Small leeches аге ordinary blood-sucking parasites that 
have grown to double their normal size through Dr, James 
Marcus's genetic tampering, Small Leeches infest the 
Raccoon Hospital, traveling from corridor to corridor via the 
ventilation system, looking for fresh blood sources. Leeches 
slide gradually across the floor toward unsuspecting vic- 
tims, then leap up and attach themselves to the host candi- 
date. While attached to a player character, Small Leeches 
can attack up to three times, causing triple the amount of 
damage. Leeches can be removed immediately ifthe victim 
holds still while another character knocks off the leeches 
with а melee weapon or shoulder-butt attack. If you can 
arrange for this rescue with another player character, the 
damage sustained will be minimized 


The best course of action is to move around a small leech 
until it attempts a leaping attack. If the attack misses, move 
to the creature immediately and squash it with a low foot- 
stomp attack. Leeches can also be killed with knives or with 
a single shot from a Handgun, if necessary. 


V.HARD d 


450-500. 


250500 


by genetically altered "smart" leeches developed by Umbrella 
master scientist Dr. James Marcus. The creature seeks to attack 

living human beings in order to drain their blood, and can sense the 
presence of suitable victims in rooms several corridors away. The ES 
Leech Man uses the ventilation system of the hospital to travel from | 
room to room. A player character can only remain іп a room for a | 
short duration before the Leech Man appears and attacks. | 


The Leech Man is a human host body coated with and controlled ! 


The Leech Man strikes by extending one arm or the other outward 
to pierce a target, in the hopes of stunning or knocking down the 
victim. Then the Leech Man staggers forward and attempts to 
seize the victim in order to drain his or her blood. 


The Leech Man's physical strength points indicate the amount of damage 
the monster can take before falling to the ground. However, after a brief 


“fainting” period, the Leech Man will arise anew with full stamina. 
Therefore, it is impossible to kl the Leech Man with weapons or normal 
attacks, especially during "The Hive” scenario where high-powered 
weapons are not available and ammunition is extremely scarce. 


The only way to kil the initial Leech Man is to bait the monster into the 
hospitals Fixed Temperature Experiment Room on level B2F by spiling a 
Blond Infusion Pack on the floor inside the test chamber. Whenever a 
blood pack is spilled on the ground in the Leech Manis presence, it will 
ignore all other targets and move to lap up the blood. While the creature is 
distracted, return to the control console and set the temperature controls 
to high. The intense heat wil kil all the Leeches covering the 

human host, effectively defeating the Leech Man. However, 

if a partner character dios during "The Hive" scenario, he 

or she will become а new Leech Man. The leeches are intel- 

ligent enough not to fall for the same trap twice. 


Until you can bait the Leech Man into the Fixed Temperature 
Room, you must avoid contact with the Leech Man as much as 
possible. Using firearms against tho creature is a waste of 
ammunition, as the Leech Man can suffer several bullet 
strikes without even staggering, The best way to deal with 
the Leech Man is to equip a melee weapon such as а Crutch, 
Scrub Brush or Long Pole, Swing your weapon as the crea- 
ture approaches, and the Leech Man wil stagger back 
ward, stunned. Use the opportunity to run around the 
dazed creature and escape before it recovers, И the | 
Leech Man appears in a room where you require time to 
complete certain tasks, spill a Blood Infusion Pack on the 22 
ground to distract the Leech Man, The monster will bend 
‘over and lap up the blood for several minutes, until the floor ES. 
is completely clean. = 


Lickers are crouched humanoid сгезішге with extra long, 
sharp talons that they use for attacking as well as crawling 
along walls and ceilings. Lickers are aptly named due to the 
super-strong tongue muscle they possess, which extends 
up to five feet, The tongue із used to pierce standing tar- 
gets, causing high amounts of damage. The Licker's outer 


that the creature has been turned inside out. However, in 
spite of their skinned appearance, Lickers are resilient 
creatures that can withstand even several blasts of high- 
: powered weaponry. 


LICKER STRATEGY 


Lickers respond to sound more than sight, and therefore 
combat with a Licker can be avoided entirely if the player 
character remains still. However, if a Licker collides with a 
player character, it will attack immediately with its claws, 
even if the player character is standing completely still. 
Whenever possible, run past a Licker and escape from 
its territory before the monster has a chance to lock 

onto the sounds of the moving target 


~ 


Ifa Licker blocks access to a room or corridor that you 


must enter, then attack it at close range with a 
/ Shotgun or a very powerful weapon. Using a 
Handgun is ill advised, because Lickers are 
quick to defend themselves against attack- 
\ ers. One or two close-range blasts with a 
Shotgun should send the creature onto its 
«x * __ back Unless the creature emits a high- 
e pitched wail, itis not yet defeat 
/ << } € ed. Wait until the Licker flips 
back onto its haunches and 
= И then blast it again to finish it 
Wherever they are 
5 "Nt. located, Lickers are 
м permanent enemies. 
== ^ They can be defeated sev. 
/ \ ега times, but after a few minutes of 
dormancy they will regain full strength 

and attack again. 


flesh resembles raw muscle tissue, giving the appearance | 


B 


150-250 380-450, 


иш 


450-800. 
180-180 — 


Direct Attack 


These mutated, overgrown web spinners silently patrol the 

ewer waterways below Raccoon University, seeking to 
capture prey that stumbles into their lair, Giant Spiders can 
crawl on the walls and ceilings, and pour poisonous acid 
saliva onto victims from above. They leap onto stationary 
targets and knock them to the ground, then administer a 
Î bite attack that also inflicts POISON status. 


GIANT SPIDER STRATEGY... 


If a Giant Spider is crawling on the walls or ceiling, move 
quickly underneath them to avoid their poison spit attacks. 
Knock them from their perch with one or two bullets, if nec- 
essary. However, when a Giant Spider is on the ground it 

| becomes a deadly adversary. If you cannot get around the 
wide creature safely, position yourself directly behind it, 

| aim downward and fire several bullets. Be sure to stand at 

B least one or two feet away while attacking, or the Spider 
will spin around and knock your character to the ground. 
Spiders are permanent enemies in the Access Waterway 
below the Raccoon University, meaning that they will go 
dormant for a long period, but then return to life at full 
strength, Try not to waste time and effort fighting them, and 
navigate through their lair as quickly as possible, 


ES 
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____БАМТ WASP 


PHYSICAL STRENGTH Points: Giant Wasp 
ck and Single, Easy, 100-120 
Network and Single, Normal 


Аттаск Powe 


| 


8090 — 30-120 
1 100 50-250 


NT WASP DESCRIPTION 


Giant Wasps cling to walls until they sense intruders within 
their domain. Then they take flight and attack mercilessly 
from the air, tackling player characters to the ground and 
stinging them with gigantic tail needles that inflict POISON 
status. Because of mutation, the Wasp's needles no longer 
break off, and each monster is capable of repeating this 
attack infinitely 


GIA 


WASP STRATEGY. 


A player character that stops to defend against Giant Wasp 
attacks is a standing target. The best strategy when dealing 
with Giant Wasps is to move constantly while haunted by. 
these hovering insects. Move in zigzag patterns if possible, 
so that the Wasps’ attacks will miss. 


While riding the Air Exhaust Tower's elevator platform dur 
ing the "Decisions, Decisions" scenario, Giant Wasps sur. 
round the platform and attack. The best way to defend 
against being stung is to move constantly. As Wasps circle 
the platform, aim upward and wait until they fly within range 
of your weapon. Fire to knock them out of the air and be 
ready to shoot them again on the ground before they fly off, 
should they survive the initial blow. When a Wasp flies if 
to a higher position and stops, facing your char- 
acter, it is time to run. This action indicates 
that the Wasp has locked on and is 
aboutto swoop in for a sting attack 


HUNTER-Y (HUNTER GAMMA) 


SCENARIO APPEARANCES 


1100-1450 
120016 


Jump Hit Attack 100-150 300-350 30035 


30120 ___100: 150-180 


HUNTER Y DESCRIPTION 


This variant of the Hunter species is frog-like in appear- 
ance, and its attack habits indicate that it was probably 
developed through genetically manipulating amphibians. 
Hunter-Y appear in aquatic areas, and they have the ability 
to attack in water as well as on dry land. They will swim 
under a victim dangling from the Water Purifying Facility 
room's pipelines, leap up and knock the person down into 
the water. Because characters cannot attack in the water, 
they become helpless prey that Hunter-Y will attack repeat- 
edly. On dry land and in the water, Hunter-Y seize player 
characters and chew on them with their gigantic maws. If 
another player character does not rescue the victim by 
shooting the Hunter-Y, then eventually the monster will gulp 
down the victim and swallow him or her entirely. 


R-YSTRATEG) | 


The best way to deal with Hunter-Y is on dry land. Pump 
them with Handgun bullets or exterminate them quickly with 
Burst Rounds fired from a Grenade Launcher. Hunter-Y 

may faint and fall to the ground after a few attacks, how 


3», ever the creature will rise again momentarily. When 

J| a Hunter- faints, stand over it and continue attack- 
ing until the creature screams and flails about 
in defeat. Even this will not end the Hunter-Y 
menace, because they are permanent monsters 
Wherever they appear. After a long period of dor- 
mancy, Hunter-Y will rise again at full health and 
continue attacking on land and in the water 


- 


=. Ifa Hunter-Y begins to swim under a character 
thatis shimmying across a pipeline in the Water 
Purifying Facility room, another player charac- 

* ter can protect him or her by shooting the. 
Hunter-Y at the instant it attempts to leap up. 

and strike. However, Hunter-Y can also leap. 
out of the water directly under a platform 
and strike people standing on the edge, | 
causing severe damage. Be sure not to 
= stand too close to the edge as you attempt 
to protect others. 


NEPTUNE 


rk and Single, Normal 


l 


“Neptune” is the Umbrella code name for Great White 
Sharks that were experimented upon with the T-virus. 
These mutated creatures now possess the ability to patrol |= 
Sion Vaters леве conste, and can féop out ack D 
victims on dry land. Neptunes attempt to knock player char- $3 
acters off the Pier, into the waters outside Raccoon 
University. Once a player character is immersed, he or she 

is helpless and vulnerable to biting and swallowing attack 
which can sometimes mean instant death for the victim. 


The best strategy to avoid death in the jaws of a Neptune 
shark is to move constantly while crossing the Pier area, 
which is their sole domain in the game. Constant movement 
reduces the chances that a Neptune will be able to knock 
you into the water, but even then, there is still a possibility 
that a Neptune will topple you into the drink 


If a player character is knocked into the water, he or she is 
helpless against Neptune attacks. Teamwork is required to 
keep a Neptune from swallowing a player character whole. 
While an immersed player character swims for the safety of 

| the south end of the boardwalk, another player character 

|| standing on the Pier should provide cover fire. Whenever а 
Neptune goes after a swimming player character, the part- 
пег can interrupt the pursuing Neptune's attacks with prop- 
erly timed Handgun or Assault Rifle fire. На Neptune knocks 


you into the water, swim to the south end of the boardwalk $ 


Î and press Action to climb out as soon as possible. 


When the Neptune swimming in the outer area of the Pier 
attempts to knock a player character into the central 
waters, it must flop onto the boardwalk for a brief moment 
Ifa player character happens to be standing nearby, he or 
she can efficiently kill the Neptune with a swift Grenade 
Launcher attack, However, because Neptunes are perma- 
nent enemies, they only enter a short period of dormancy. 
These mutant sharks will swiftly regain full health and swim 
again. Try not to waste too much ammunition attempting to 


TION 


The survivors of Resident Evil Outbreak can attack their епе- 
mies by various means, using anything they can find that 
might be a useful weapon. This chapter catalogs all the pos- 
sible items that can cause damage to enemies, not including 
explasive elements of the environments. 


- BASIC ATTACK POWER | 
TIRAGE ДӨ Power" listed for each weapon and attack 
shows thë damage points subtracted from'án enemy's total 
pliysical strength each time the attack Strikes the target suc- 
cessfully. The amount of damage inflicted changes based on 
the enemy struck, and in the case of firearms the standing 
range from the target is also a factor. By comparing these 
figures to the physical strength points of any enemy listed in 
the Monsters chapter (or the boss monsters in the Scenario. 
chapter), you can roughly determine the number of attacks 
required to defeat any foe. 


For instance, a Handgun subtracts 140 physical strength 
points for each successful hit on a zombie. In Normal dificul- 
ty, a zombie may have anywhere from 800 to 1150 physical 
strength points, randomly determined by the game as the 
scenario begins. Therefore, you may have to attack a zombie 
five to eight times at close range to defeat it, If you have less 
ammunition than this, itis wiser to run than to stand and fight. 


AVERAGE RANGE MODIFIERS у 


The damage inflícted by firearms increases or decreases 
depending on the attacker's range from the target. The table 
of average range modifiers shows how damage decreases 
with increased distance from the target. For example, a 
Handgun inflicts 140 points of damage at close range (100%), 
112 points at medium range (80%), and 84 points at long 
range. The table displays an average against all enemy 
types. There are certain enemies that take more or less dam- 
аде from specific firearms, and these variations are noted in 
the weapon description. 


UNARMED ATTACKS 


In addition to using weapons, your character can perform unarmed attacks that cause small amounts of damage. 


TACKLE (SHOULDER-BUTT) 


All player characters are 
capable of the tackle attack, 
also known as the “shoulder 
butt.” When unarmed and 
barehanded, hold @ and 
press Action to execute a 
tackle attack. Your character 


will lower the left shoulder 
and fling his or her entire bodyweight forward. This attack 
causes only a tiny amount of damage to enemies 


ПЕШИ BASIC ATTACK POWER: 10 


The main benefitofthistech- 
nique is that it will stun cer- 
tain enemies, causing them 
to stagger backward several 
steps. While the enemy is 
| stunned, you have an oppor- 
Î tunity to run past the foe and 
escape. Enemies that can be. 
stunned with the tackle include Zombies, Zombie Dogs, the 
Leech Man, the Giant Leach, Hunter-Y, and Giant Spiders. 
The tackle is also the best way to knock down gates or bar- 
riers, and to open locked doors when you can't find the key. 
The Giant Leech is weak versus the tackle attack, sustain- 
ing 42 points of physical strength damage per attack 


ES 


LOW KICK (FOOT STOMP) ms BASIC ATTACK POWER: 40 


All player characters are In addition, you may use this 
capable of the low kick attack to finish off Zombias 
attack, also known as the N that have fallen to the 
"foot stomp." When unarmed ground. After shooting or 
and barehanded, hold (B and striking a Zombie enough 
press the Left Stick or D-pad times to cause it to faint, hol- 
downward to lower the char- ster your weapon and posi- 
acters aim. Then press tion your character directly 
Action to execute a low kick on an enemy directly below the above the enemy's head or torso. Stomp the enemy repeat- 
player character, This attack is most effective against small, edly until it dies. This is an excellent method of ammunition 
crawling enemies such as Baby Moths, G-Mutant Embryos, conservation, which is vital to completing scenarios. 

and Leeches. The low kick inflicts slightly greater than nor- 

mal damage versus the Giant Leech boss. 


INTRODUCTION 


GAME BAŠÎ 


= = 
ПЕШИ ВА51С ATTACK POWER: 10-20 


Doctor George's special action involves a unique tackle attack. Hold @ or (B and hold the Cancel 
button to execute this unique tackle when playing as George. As you continue to hold the Cancel 
button, George crouches low to the ground, rears back, and lunges forward with a more power- 
ful tackle that inflicts double the damage of the standard shoulder-butt attack. The force of 
impact is capable of knocking a Zombie or Hunter to the ground. However, this kind of force is 
possible only if you hold the Cancel button long enough for George to perform the entire action. 
If you let go too soon, the attack is no different than a regular shoulder-butt. George's unique spe- 
cial action inflicts 42 points of physical strength damage to the Giant Leech 


Kevin's special action allows him to kick an opponent directly in front of him. This attack inflicts 
twice the damage of a normal shoulder-butt attack, and there is a strong possibility that а Zombie 
or Hunter enemy will be knocked to the ground. The Giant Leech boss is especially weak against 
Kevin's kick, suffering 44 points of physical strength damage from each attack 


NEWOR 
MODE ITEM. 
LISTS 


- Melee weap can p and equip) 
ish d thin close proximity to your chal 
acter, es 7 


ПЕШИ ВА51С ATTACK POWER: 42 


The Folding Knife is the smallest weapon with the shortest range. David possesses one of these in his Tool Tray, and these сап 
be found throughout the "Decisions, Decisions" scenario. Press @ or (B to aim, and press Action to execute a swiping cut 
attack. The Folding Knife has only a small chance of causing an enemy to stagger back. David is capable of a triple knife attack 
when the Action button is pressed with the proper timing, just after each impact on a target. The Folding Knife inflicts five times 
the normal damage against the Thanatos-R boss. 


y CHOPPER ВИ BASIC ATTACK POWER: 55 


This ordinary kitchen knife is available in most of the scenarios. With а Chopper equipped in the hand, press Ш or CB to aim and 
press Action to execute a swiping cut attack. The Chopper has only a small chance of causing an enemy to staggor back. David 
the plumber can combine a Chopper with a Long Pole to create a more powerful Spear, as long as he has Vinyl Tape pieces 
remaining. The Chopper inflicts double the normal damage against the Giant Leech and Suspen-Dead bosses. 


BASIC ATTACK POWER: 70 


А military-grade dual edge combat weapon, the Survival Knife is only available in the “Below Freezing Point" scenario. With a 
Survival Knife equipped in the hand, press @ or 08 to aim and press Action to execute a swiping cut attack. The Survival Knife 
has only а small chance of causing an enemy to stagger backward. 


Y IRON PIPE шина BASIC ATTACK POWER: 60 


This three-foot metal pipe сап be equipped in the hand and swung at enemies, bashing them for small amounts of damage. The 
Iron Pipe has significant impact power, and causes enemies to stagger backward with great frequency. Iron Pipes ро55655 a 
variable amount of structural points, determined randomly sometimes in Network Play mode. Every time an Iron Pipe is used to 
damage a foe, it loses structural points. When its structural points are depleted, the Iron Pipe changes shape to become the less 
powerful Curved Iron Pipe. An Iron Pipe will inflict double the normal damage against the Giant Leech and Suspen-Dead bosses. 


> CURVED IRON PIPE BASIC ATTACK POWER: 55 


This is a three-foot metal pipe in a slightly used condition, Due to its bend, this weapon has a slightly smaller range and dam- 
aging power than a normal Iron Pipe. Curved Iron Pipes possess a variable amount of structural points, determined randomly 
sometimes in Network Play mode. Every time a Curved Iron Pipe is used to damage a foe, it loses structural points. When its 
structural points are depleted, the Curved Iron Pipe changes shape to become the one-use throw weapon, a Bent Iron Pipe. 
Curved Iron Pipes inflict double the normal damage against the Giant Leech and Suspen-Dead boss monsters. 


«4 HAMMER BASIC ATTACK POWER: 240 


А Hammer consists of an Iron Pipe and a Concrete Piece, assembled with Vinyl Tape by David the plumber. Only David has the 
ability to create this powerful weapon. If David is an AIPC in Single Play mode, he will create this item if he has both and Iron 
Pipe and Concrete Piece in his possession. The Hammer is heavy and slow to swing, and it is difficult to aim upward or down- 
ward. However, a successful strike delivers severe trauma to an enemy, causing the foe to stagger backward and very likely fall 
to the ground. A Hammer has a certain amount of structural points, which deplete every time the weapon is used against a foe. 
Eventually, the weapon will break and become useless. 


27 STUN ROD BASIC ATTACK POWER: 360 


А Stun Rod is a homemade weapon that David the plumber is capable of creating out of an Iron Pipe, a Battery, and a piece of 
Vinyl Tape from his Tool Tray. If David is an AIPC in Single Play mode, he will automatically create а Stun Rod if he possesses. 
the proper items. The Stun Rod is an elongated pole that the user can outstretch to deliver a high voltage shock to an орро- 
nent. The electric jolt is capable of knocking an enemy to the floor and even causing it to enter “fainting” mode immediately. А 
Stun Rod will deliver over a dozen high voltage shocks to enemies, and then it becomes useless. 


М SCRUB BRUSH ls BASIC ATTACK POWER: 40 


Player characters can use this long broom to push enemies backward, stunning foes and delivering small amounts of damage. 
Each Scrub Brush possesses a small, variable amount of structural points, the amount determined randomly sometimes in 
Network Play mode. Every time a Scrub Brush is used to damage a foe, it loses structural points. When its structural points are 
depleted, the end of the Scrub Brush breaks off and the weapon changes shape to become a Long Pole. A Scrub Brush can only 
be used two or three times before this occurs, A Scrub Brush inflicts double the normal damage when used against the Giant 
Leech and Suspen-Dead boss monsters. 


Ў LONG POLE и BASIC ATTACK POWER: 50 


This five-foot broom handle can be swung in a wide arc to strike enemies at close range, with a high chance to cause the tar- 
get to stagger backward. Long Poles possess a small amount of structural points, which decrease every time the Long Pole is 
used. When structural points are depleted, the Long Pole breaks in half to become a Wooden Pole. The Long Pole inflicts dou- 
ble the normal damage when used against the Giant Leech and Suspen-Dead bosses. 


ж = 
ПЕШИ ВА51С ATTACK POWER: 40 
Тһе Wooden Pole is a four-foot length of wood that can be used to attack enemies at extremely close range. There is a small 
possibility that each successful blow will cause the enemy to stagger backward. Wooden Poles have a small amount of struc- 


tural points that diminish every time the weapon is used to attack an enemy. When the structural points are entirely depleted, 
the weapon breaks to become a one-use throwing weapon called a "Stick." 


z< A 
BASIC ATTACK POWER: 120 


A Spear is a homemade weapon that the plumber David can create by combining a Long Pole, a Chopper, and a piece of Vinyl 
Tape. A Spear can also be found by using the Lighter to read the hidden writing in five locations of the "Outbreak" scenario. 
When used to attack, the player character lunges forward and stabs an enemy in the upper torso or head region. A successful 
attack causes large damage to an enemy and frequently results in knocking the foe to the ground. A Spear has a large amount) 
of structural points, which are reduced every time the weapon is used successfully. When the structural points run out, the 
Spear breaks and becomes a Stick. A Spear inflicts double the normal damage versus the Giant Leech boss. 


When equipped as a weapon, a player character holds this walking aid by the foot and swings the wooden head of the Crutch 
into an enemy target. Successful attacks cause significant damage and bear a high chance of knocking a foe to the ground. 
Crutches have a large amount of structural points, which are consumed each time this weapon is used to successfully strike a 
foe. When its structural points are depleted, the Crutch breaks and becomes a Broken Crutch. 


/ BROKEN CF gd 


[This weapon has less than half the normal damaging capability of a full Crutch. The Broken Crutch has a small amount of structur- 
al points that are reduced each time the weapon is used. When the structural points are entirely depleted, the weapon breaks 10 
become the one-use throw weapon, a Stick, A Broken Crutch delivers double the damage when used against the Giant Leech boss. 


[| against insect types, such as Scissor Worms. The Pesticide Spray inflicts double the listed damage against Giant Spiders and 
Giant Wasps, although itis extremely difficult to employ against flying insects due to its very limited range. 


НАМЕ SPRAY ПИШИ BASIC ATTACK POWER: 

150 + CONTINUOUS FIRE DAMAGE 
David the plumber can combine a Pesticide Spray, a Lighter, and a piece of Vinyl Tape to create a short-range flame thrower сара- 
ble of setting enemies on fire. If David is an AIPC in Single Play mode, he will create this weapon automatically if he possesses the. 


correct items. Enemies that are lit on fire suffer the initial damage plus continuous fire damage for the duration they remain engulfed 
in flames. The Flame Spray can only be used roughly ten to fifteen times before it runs out of aerosol power and becomes useless, 


THROWING WEAPONS 


Throwing weapons аге one-use weapons that the player character can equip inthe hand. When throwing a weapon atan enemy, 
the item travels in an arc to strike an enemy standing at medium range, Therefore, if the enemy is too close, the player charac- 
ter may accidentally toss the weapon over the foe's head. Be sure to position your character at the proper range when using 
throw weapons. Once a throw weapon is used, the player character will be barehanded. Remember to equip another weapon to. 
continue combat. 


A MONKEY WRENCH Bs BASIC ATTACK POWER: 250 


Тһе plumber David begins each scenario equipped with twelve of these throwing weapons. David can throw Monkey Wrenches at 
enemies to inflict a good amount of damage, cause enemies to stagger backward, and possibly knock them to the floor. To make David. 
toss a Monkey Wrench, hold (B to aim atthe closest enemy and press Cancel to toss. If David runs out of Monkey Wrenches, he loses 
this attack for the rest of the scenario. Damage inflicted by a Monkey Wrench is halved when used against the G-Mutant boss. 


0 BENT IRON PIPE BASIC ATTACK POWER: 80 


А Bent Iron Pipe is all that remains of a three-foot Iron Pipe after it has been used to the point where the weapon is complete- 
ly folded in half, Once an Iron Pipe is reduced to this state, the character can only throw it at enemies. However, a Bent Iron 
Pipe inflicts more damage than a straight Iron Pipe, and it may cause an enemy to stagger or even fall to the ground. Bent Iron 
Pipes inflict double the damage when used againstthe Giant Leech or the Suspen-Dead bosses. 


Z STICK BASIC ATTACK POWER: 40 


A wood Stick is all that remains after a Scrub Brush or Crutch have been used to repeatedly bash enemies, having broken sev- 
eral times. A player character will throw a Stick at an enemy, causing minor damage and possibly forcing the target to stagger 
backward a few steps. Sticks inflict double the normal damage when thrown atthe Giant Leech and Suspen-Dead boss monsters. 


*» CONCRETE PIECE BASIC ATTACK POWER: 100 


А Concrete Piece is a chunk of debris created from structural damage to buildings caused by explosions and fire. Concrete 
Pieces can be found during the "Hellfire" scenario only. When equipped in the hand and used to attack, the player character! 
will throw the Concrete Piece in a very high arc at any enemy. Make sure to stand at medium to long range or the stone will sail 
over the enemy's head. On contact, a Concrete Piece breaks over an enemy's head, causing significant damage and knocking 
the foe completely unconscious for a short period of time. 


® YELLOW CHEMICAL BOTTLE 500 350 SPATTER DAMAGE 


Yellow Chemical Bottles can be found in a few locations in the “Below Freezing Point” scenario. These bottles are filled with 
metabolic acid. When thrown, the Yellow Chemical Bottle travels in a high arc to strike а foe at medium to long range. Be sure 
not to stand too close when throwing a Yellow Chemical Bottle, or it will overshoot the foe. On contact, the glass container shat- 
ters and inflicts massive damage to the target enemy. The acid splatter also causes decent damage to surrounding foes. Yellow 
‘Chemical Bottles inflict double the damage to Hunter enemies. Although these are sometimes found in quantities of two or three, 
the player character's hands will be empty after use, Remember to equip another bottle or another weapon following each throw. 


> GREY CHEMICAL BOTTLE ви BASIC ATTACK POWER: 600 + BLAST RADIUS 


Grey Chemical Bottles can be found in a few locations in the "Below Freezing Point" scenario. These bottles аге filled with an 
explosive substance, When thrown, the Grey Chemical Bottle travels in a high arc to strike a foe at medium to long range, Ве 
sure not to stand too close when throwing one of these at a foe, or it will overshoot the target. On contact, the glass container 
shatters and inflicts massive damage to the targeted enemy. The resulting blast also affects enemies in extremely close range 
tothe targeted foe, so these weapons are very good to use against groups. The damage of Grey Chemical Bottles is halved when 
used against the G-Mutant boss. Although these are sometimes found in quantities of two or three, the player character's hands 


GAME BASIS 
will be empty after use. Remember to equip another bottle or another weapon following each throw. 


* 
r T BASIC ATTACK POWER: 

JA MOLOTOV COCKTAIL 500 + CONTINUOUS FIRE DAMAGE 

During the “Outbreak” scenario, characters can combine a Newspaper with an Alcohol Bottle, and then ignite this combination 

with a Lighter to create five Molotov Cocktails. When equipped and thrown, these glass firebombs shatter on impact and coat 

the targeted opponent and surrounding enemies with burning liquid. The Molotov Cocktail flies in a high arc when thrown. Be 

sure to stand at medium to long range away from foes. 


FIREARMS | 


Firearms are more effective thanifelee weapons at inficting da and thy can be used to combat enemies from longer 
range. However, the damage inflicted may diminish at great distances. Firearms require ammunition to operate, and become use- 
less when ammo runs out. If the player character has compatible ammuni п hand, press and hold @ to reload the weapon. 
жы. 
= HANDGUN "т WEBMAGAZINE SIZE: 15 SHOTS 
М 3 Im COMPATIBLE AMMUNITION: HANDGUN ROUNDS, 
HANDGUN MAGAZINE 

WIN BASIC ATTACK POWER: 140 

Ed AVERAGE RANGE DAMAGE MODIFIERS 


This lightweight automatic pistol is the most common firearm found in the game. It fires standard тт parabellum rounds, and 
there is a minor chance per attack that a successful strike will cause an enemy to stagger backward a step or two. The Handgun 
is an effective weapon against any foe in the game. However, the Leech Man enemy of "The Hive" scenario suffers only 20% 
damage from Handgun fire. Avoid wasting ammunition against this hideous enemy. 


=== _ ИЕ 


= MARKS ШІ MAGAZINE SIZE: 15 SHOTS 
COMPATIBLE AMMUNITION: HANDGUN ROUNDS, 
HANDGUN MAGAZINE 
SHORTS Шнек. II BASIC ATTACK POWER: 130 


100% сш ик AVERAGE RANGE DAMAGE MODIFIERS 


Mark has customized his standard-issue 9mm automatic pistol to inflict better damage to targets standing at farther ranges. 
Otherwise, Mark's weapon is identical to the normal Handgun, and itis compatible with all the same ammunition. Mark's Handgun 
is equally effective against all enemies except for the Leech Man enemy of “The Hive" scenario, which suffers 0 damage from 
this weapon. 


MB MAGAZINE SIZE: 13 SHOTS 

COMPATIBLE AMMUNITION: HANDGUN ROUNDS 
ASIC ATTACK POWER: 160 

AVERAGE RANGE DAMAGE MODIFIERS 


This is а special automatic pistol issued to Umbrella research facility employees, The Handgun SG inflicts higher damage at closer range 
than the more common Handgun found in other scenarios. However, at medium and long range it causes less damage to foes than the 
common Handgun. Adjust your attack strategy accordingly. The Handgun SG causes even lower long-range damage when used against 
the G-Mutant boss. If a Handgun SG is pointed at a Hunter enemy, there is a strong possibilty that the Hunter can break the Handgun 
56 with a special attack, rendering the weapon useless, David the plumber can repair broken Handguns using his Junk Parts 


7, BURST HANDGUN ишш MAGAZINE SIZE: 20 SHOTS 


COMPATIBLE AMMUNITION: HANDGUN ROUNDS 
دد‎ BASIC ATTACK POWER: 110 


100" AVERAGE RANGE DAMAGE MODIFIERS. 


This rare weapon appears only in "The Hive" scenario. While each shot inficts less damage than the regular Handgun, the Burst 
Handgun fires only in three-shot bursts. Therefore, the damage inflicted in each burstis actually three times the basic attack power of 
the weapon, or 330 points per burst. This weapon allows for defense against Zombies, Zombie Dogs and the Giant Leech boss. However, 
the Burst Handgun inflicts 0 damage to the Leech Man enemy. Don't waste your time fighting the Leech Man with this weapon. One 
final note; be sure to carry a large supply of Handgun Rounds while using this weapon, because it goes through bullets very quickly. 


© STAPLER GUN иш MAGAZINE SIZE: 20 STAPLES 


COMPATIBLE AMMUNITION: NONE 


E | Р" BASIC ATTACK POWER: 120 


100% 50 30% ПИШИ AVERAGE RANGE DAMAGE MODIFIERS 


The Stapler Gun in the bars Staff Room during the "Outbreak" scenario can be used to barricade the Staff Room using the! 
boards in the corridor. However, it can also be equipped to fire staples at enemies, as if shooting a short-range, less powerful 
Handgun. There is no extra ammunition for the Stapler Gun, so if you use up all the staples you won't be able to barricade the 
Staff Room. At least 10 staples must be loaded in the Stapler Gun in order to create the barricade. 


БАЕП MACHINEGUN WIN MAGAZINE SIZE: 30 SHOTS 


WEBCOMPATIBLE AMMUNITION: HANDGUN ROUNDS 


re Tre BASIC ATTACK POWER: 100 
ПИШИ AVERAGE RANGE DAMAGE MODIFIERS 


‘Only Kevin or Cindy can obtain the Sub Machinegun by speaking to the dying police officer on the hospital's roof during “The Hive” sce 
nario. This weapon fires a constant stream of 9mm parabellum bullets as long as the Action button is pressed. While firing, you may adjust 
your aim left or right, up or down. The Sub Machinegun can be reloaded with Handgun Rounds. This is the only weapon available in "The 
Hive" that will allow you to temporarily kill the Leech Man, other than baiting the monster into the Fixed Temperature Experiment Room. 


ИЕ MAGAZINE SIZE: 30 SHOTS 
ASSAULT RIFLE COMPATIBLE AMMUNITION: ASSAULT RIFLE 
MAGAZINE (UP TO 30 CAPACITY) 
ПНЕ 2 маркс 2а 1 BASIC ATTACK POWER: 130 


= AVERAGE RANGE DAMAGE MODIFIERS 


You'll find in а few locations in the old subway system section of the Raccoon University stage, during the “Decisions, Decisions” 
scenario. The Assault Rifle fires a constant stream of high-power, long-range bullets as long as the Action button is held. Because of 
the weapon's tremendous kick, player characters cannot adjust aim while firing, Therefore, it is best to shoot this weapon in short 
bursts. The Assault Rifle can be reloaded if the character has an Assault Rifle Magazine on hand. However, bullets cannot be 
exchanged between clips. When the weapon is reloaded, the character can only switch magazines, exchanging the ammo quantity 
in the gun for the quantity in the extra clip. For this reason, itis best to reload the Assault Rifle only when itis completely empty 


E 45 AUTO FOR KEVIN MAGAZINE SIZE: 7 SHOTS 


¡COMPATIBLE AMMUNITION: 45 AUTO ROUNDS 


ПИ шені ATTACK POWER: 450 
100% 90% 20% ПИШИ AVERAGE RANGE DAMAGE MODIFIERS 


Kevin's special .45 automatic pistol inflicts higher damage against enemies than the standard Handgun commonly found in the 
game. However, ammunition for Kevin's weapon is extremely hard to find, and so this weapon must be used conservatively. The .45 
is best used to defeat the boss monster(s) at the end of each scenario. If you wait ог Kevin to readjust his aim between each shot, 
he can inflict almost twice as much damage with each attack. The .45 inflicts less damage when used against the G-Mutant boss. | 


= SHOTGUN МЕНЕ MAGAZINE SIZE: 7 SHOTS 
ШШЕСОМРАТІВІЕ AMMUNITION: SHOTGUN ROUNDS 
SHORTR. меря. BASIC ATTACK POWER: 600 
100% 40% ПЕШИ AVERAGE RANGE DAMAGE MODIFIERS 


Тһе Shotgun is an extremely powerful firearm that emits a cone-shaped blast of buckshot capable of damaging multiple foes in 
the line of fire. However, the Shotgun is extremely weak at longer ranges, and so you must wait until enemies are very close to 
use it effectively. The Shotgun is 150% effective at close range versus Zombie and Licker enemies. As one ог more Zombies 
approach, you can double the damage inflicted by aiming the Shotgun upward at the Zombies’ heads. With this method, you 
should be able to eliminate one or more Zombies in a single attack. The Shotgun's effectiveness is significantly reduced against 
the G-Mutant boss at close range. During the "Below Freezing Point" scenario, a Hunter enemy may break a Shotgun by using 
а special attack when the character is pointing the Shotgun. A Broken Shotgun is completely useless. Using his Junk Parts, 
David can fix a Broken Shotgun and make it usable again 


№ MAGNUM HANDGUN MAGAZINE SIZE: 7 SHOTS 
ШШЕСОМРАТІВІЕ AMMUNITION: (NONE AVAILABLE) 
SHORT. мая. ASIC ATTACK POWER: 900 
100% 0% ^ Шиш AVERAGE RANGE DAMAGE MODIFIERS 


Only Yoko can obtain this weapon during the “Below Freezing Point” scenario by speaking with the wounded staff member on 
the BSF level. This weapon has а seven-shot capacity, but comes loaded with less ammo in higher difficulty modes. There is no 
ammunition available to reload it, so use this weapon conservatively. This 50 caliber Desert Eagle produces such а powerful kick 
that any character except Kevin will need а moment to recover between attacks. The Magnum Handgun inflicts less damage 
When used against the G-Mutant boss. 


MAGAZINE SIZE: 6 SHOTS 


ПЕШИ COMPATIBLE AMMUNITION: MAGNUM REVOLVER 
ROUNDS 

ПИШИ BASIC ATTACK POWER: 1000 

AVERAGE RANGE DAMAGE MODIFIERS 


‘SHORT R. 
100% 


This six-shot, high caliber revolver is located in the alleyway very near the end of the "Outbreak" scenario. When fired, the 
weapon produces such a powerful kick that any character except Kevin needs a moment to recover between shots. One attack 
with this weapon will very likely kill a Zombie. Extra ammunition for this weapon is only available at the Easy difficulty level 


x n 7 EE MAGAZINE SIZE: 1 GRENADE (LOADS 999) 
\ GRENADE LAUNCH I COMPATIBLE AMMUNITION: BURST ROUNDS, 
VITRIOL ROUNDS 
mm BASIC ATTACK POWER: BURST = 1200 + 350 
EXPLOSION, VITRIOL = 1000 + 350 ACID DAMAGE 
ШИ AVERAGE RANGE DAMAGE MODIFIERS 
Grenade Launchers fire an exploding projectile іп a straight ine across long ranges. The explosive travels until it makes contact with 
a target or surface, at which point it fragments on impact. Therefore, a Grenade Launcher is extremely lethal when fired at any range. 
Grenade Launchers can be loaded with explosive Burst Rounds that damage the target and all other hostiles in a close radius, or 
Vitriol Rounds that soak the target and other nearby enemies in metabolic acid. Grenade Launchers can be reloaded with compati- 
ble grenades. While the player character can carry the launcher and all ammunition in a single item slot, he or she must reload the 
weapon following each attack. Ammunition for the Grenade Launcher is extremely rare, so conserve it as much as possible. 


INTRODUCTION 


KEY ITEMS 


NETWORK 
MODE ITEM 
USTs 


SPECIAL ITEMS 


* ROCKET LAUNCHER МЕНЕ MAGAZINE SIZE: 1 MISSILE 

- BI COMPATIBLE AMMUNITION: NONE AVAILABLE 
BASIC ATTACK POWER: 18000 
mI AVERAGE RANGE DAMAGE MODIFIERS 


You can obtain the Rocket Launcher by smashing the weapons locker doors in the corner of the Unloading Passage during the. 
first Thanatos-R encounter near the end of the "Decisions, Decisions" scenario. This is а shoulder-mounted, surface-to-air mis- 
sile launcher capable of defeating Thantos-R in one attack. After equipping the weapon in the hand, press and hold ШІ to aim 
atthe monster, The character will drop to one knee and heft the Rocket Launcher onto his or her right shoulder, This prepara- 
tion animation lasts a half-second, so be sure to adjust your aim using the I button if Thanatos-R moves. One shot is all you 
get, and no extra ammunition is available—make your one shot count. 


97 AMPOULE SHOOTER ВЖИ MAGAZINE SIZE: 1 SHOT 


'OMPATIBLE AMMUNITION: DAYLIGHT (1 QTY.) 


1 1 Bee 1 5 Be t! IR BASIC ATTACK POWER: 32000 
100% 1009 100 AVERAGE RANGE DAMAGE MODIFIERS 


The Ampoule Shooter is located in only one spot: on the tank parked at the north end of the Front Square. The Ampoule Shooter 
сап be used during the final Thanatos-R boss fight. The weapon comes empty, and it can only be loaded with a Daylight cap- 


sule. Open the Status Screen and load the Ampoule Shooter by combining it with the Daylight. Then aim at Thanatos-R and fire 
It your attack strikes the target successfully, the Daylight kills Thanatos-R with a single hit. 


AMMUNITION 


This section identifies the various ammunition types used in the firearms described in the preceding section. 


¡COMPATIBLE FIREARMS: HANDGUN, MARK'S 


т HANDGUN ROUNDS CUSTOM HANDGUN, HANDGUN SG, BURST 


HANDGUN, SUB MACHINEGUN 
А box of mm parabellum rounds, compatible with most semi-automatic handguns in the game, plus the Sub Machinegun. When 
used to reload a compatible weapon, the character inserts the bullets into the chamber one at a time. This is an extremely com- 
mon ammunition type, appearing frequently in all scenarios. 


ВИШИ COMPATIBLE FIREARMS: HANDGUN, MARK'S 
>, HANDGUN MAGAZINE CUSTOM HANDGUN 


А сір that allows а player character to reload a normal Handgun in a single, quick motion. With less time to reload, the player 
character is less vulnerable to enemy attack and can move on more quickly. An empty Handgun Magazine can be reloaded by| 
‘combining it with a box of Handgun Rounds. This ammunition type appears infrequently in most scenarios. 


% ASSAULT RIFLE MAGAZINE a COMPATIBLE FIREARMS: ASSAULT RIFLE 


This clip full of bullets is only compatible with a fully automatic Assault Rifle. During reloading, the player character will switch 
magazines. In this process, the quantity of ammo in the extra magazine is exchanged for the quantity in weapon. Therefore, itis 
advisable to reload the Assault Rifle only when the magazine in the gun is empty, so that empty magazines may be discarded. 
This ammunition appears only in the “Decisions, Decisions” scenario. 


б SHOTGUN ROUNDS НИВА COMPATIBLE FIREARMS: SHOTGUN 


А box of 12-gauge shotgun shells, compatible with a Shotgun. When used to reload a Shotgun, the character will insert the. 
shells one at a time into the weapon. Shotgun Rounds are infrequent ammunition, appearing only three or four times in scenar- 
ios where Shotguns are available. 


- 
^ E COMPATIBLE FIREARMS: GRENADE LAUNCHER 
у, BURST ROUNDS WITH BURST ROUNDS 


A portable canister containing explosive grenades, compatible with a Grenade Launcher. Burst Rounds must be combined with 
a Grenade Launcher prior to combat. The character will reload the launcher between each shot. If additional quantities of Burst 
Rounds are not combined with the Grenade Launcher prior to combat, the character will not reload them automatically. Burst 
Rounds explode on contact with an enemy, causing intense damage to the foe, as well as additional fragmentation damage to ff 
surrounding enemies in close proximity. This type of ammunition appears very rarely. 


| VITRIOL ROUNDS MB COMPATIBLE FIREARMS: GRENADE LAUNCHER 
WITH VITRIOL ROUNDS 

А portable canister containing explosive grenades, compatible with a Grenade Launcher. Burst Rounds must be combined with 

а Grenade Launcher prior to combat. The character will reload the launcher between each shot. If additional quantities of Burst 

Rounds are not combined with the Grenade Launcher prior to combat, the character will not reload them automatically. Burst 


Rounds explode on contact with an enemy, causing intense damage to the foe, as well as additional fragmentation damage to 
surrounding enemies in close proximity. This type of ammunition appears very rarely. 


РИ = ww ze 
© 45 AUTO ROUND COMPATIBLE FIREARMS: 45 AUTO FOR KEVIN 


These boxes of 45 caliber bullets are compatible with Kevin's custom automatic pistol. During reloading, Kevin inserts them into 
the gun through the barrel, one at a time. 45 Auto Rounds are an infrequent type of ammunition, appearing only once or twice 
in each scenario. 


= = — = - 
" MAGNUM REVOLVER ROUNDS | mmcovearisce FIREARMS: MAGNUM REVOLVER 


А box of 44 caliber magnum rounds compatible with the Magnum Revolver, During the reloading animation, the character loads 
them into the chamber of the revolver, one bullet at a time, and then snaps the chamber shut. This type of ammunition appears 
only once in the "Outbreak" scenario, and only the Easy difficulty level. 


When characters suffer damage from monster attacks, their 
physical strength points aro reduced. After several attacks are 
sustained, a character may lose enough physical strength 
points that his or her status 
becomes worse. Status reduction | 
and the infliction of special status- 
es, such as poisoning or bleeding, 
can affect the posture and move- 
ment speed of a character. If a 
character can't run away fast 
enough, the monsters will quickly 
overwhelm and tear apart their 
helpless prey. 


Characters have the ability to 
recover lost physical strength 
points and improve their status 
through the use of recovery items. 
These items come in a variety of 
forms and uses, including First Aid 
Sprays that restore complete 
health and various herbs growing 
naturally іп the region that restore 
partial health and cure poisoning. Characters can combine 
herbs into compounds to regain greater amounts of physical. 
strength points and to remove poison status. 


Even if a character remains at full 
health for the duration of the sce- 
nario, there is always the accu- 
mulating threat of the virus gauge. 
At the start of each scenario, 
every player character is infected 
with the T-virus that transforms 
ordinary citizens into zombies. AS 
time passes, the amount of virus in 
the person's bloodstream gradually increases. Contact with vir- 
lent enemies also increases the virus amount by leaps and 
bounds. Ifthe virus gauge reaches 100%, the character dies and 
becomes a zombie. Eventually, a “zombified” character falls 
dead and game play ends. However, various medicines in pill 
form can be acquired that will stop the natural accumulation of 


the virus for a short or long duration of time. Additionally, a play- 
er in control of Dr. George Hamilton is capable of creating vari- 
ous recovery medicines and Anti Virus pills with his Medical Set, 


> In Resident Evil Outbreak, the deck against your abil- 
10 survive, Understanding the recovery items and 
knowing the means to make greater recovery items is essential 
‘to your survival. This chapter explains the use and creation of 
recovery items. Be sure to carry some sort of recovery item with 
you at all times, because the monsters of Umbrella are more 
unpredictable than ever. 


Character Status 


Each player character begins the scenario with a defined 
amount of physical strength points depending on the character 
chosen. You may reference these figuras in the Characters 
chapter. As a character suffers damage from enemy attacks, 
the amount of physical strength points is reduced, When a char- 
acters physical strength points drop below a certain percent: 
age, he or she may drop in “status.” Status reduction affects the - 
way a character moves and acts, as detailed below. IF recov- 
ery item is potent enough, a character might regain enough — 
physical strength points to gain an improvement in status, 


Notice in the Characters chapter that some characters start 
with more physical strength then other characters. The female 
characters are especially handicapped in terms of physical 
strength. Characters possessing fewer physical strength points — 
will drop in status after fewer hits than a brawnier character, 
such as any of the men. Therefore, a female character will start 
limping and lose the ability to run after just a few hits. Keep 
these differences in mind when choosing your character and 
gender at the start of the scenario, and adjust your strategy to 
suit your character choice. 


LEVELS OF STATUS = 


‘As à character's status drops, the 

status meter showrron the Status |- El 

Screen will change wording and 

colors, The characters posture 

and movement speed. is also 

affected. Characters that cannot 

move normally are more likely to 

be avertaken-by enemies-and 

killed, Characters with extremely — E 
low physical strength lose the ability to carry other playar char- 
acters and NPCs = 


Ifa character is reduced to zero physical strength points, he or 
‘she will lose the abilityto stand and to equip weapon: 

en character cam only crawl around or use recovery it 
character crawls, his or her virus meter will increase at a hasty 
rate. Crawling characters сап be picked up and carried by 
healthier survivors, restoring the rate of virus infection fo nor- 
mal. So if your comrades are crawling оп the ground, be sureto 
pick them up so that they might hava а chance to survive, 


The charactar is in Fine status, 
standing upright and ready to run, 


The charactar has dropped to 
Caution status and loans slightly. 


The character has dropped to 

‘Danger stats, leans over badly and 

holds his side. The abilities to run | ground Viral infection rate wll 

and to cantyothereharacters are | reach 100% in setonds, as dis- 

lost played in the lower right corner of 
the Screen. 


The character has no physical 
strength left anderawis ontho. 


STATUS COLOR CONDITION. 


te Sen ТА Реа 
ТАЛЫН Үшін, 74%-5% Leni 

"САЛОМ ange Holding йе carus 
DANGER Red 25-08 


SPECIAL STATUS AILMENTS 


In addition to health-related status, there are also special status 
ailments that enemies might inflict on your characters. Special 
status ailments can be cured immediately through the use of 
specific items, or they will abate affer a long period of time. 


POISON 


When afflicted with “POISON” sta- 
us, the characters. physical 
strength drops continuously, As 
physical strength points are lost, 
characters may drop to lower status 
levels and eventually lose the ability 
to move or run normally, Poison can 
be cured immediately by using-a Blue Herb, a Mixed Herb: 
compound containing a Blue Herb, or by using an Antidote pill 


BLEED 


А character in “BLEED” status leans over badly and loses the 
ies 10 тип and to carry other characters, as if in DANGER 
status. As the character moves, 
he or she leaves behind puddles 
of blood on the floor. Certain ene- 
mies will follow this trail of blood 
directly to the bleeding character 
and attack him or her, Bleed sta- 
tus can be inflicted by the attacks 
of certain enemies. A player char- 
acter inflicted with Bleed status 
will lose additional physical strength gradually as time passes. 
This status will eventually subside, abating more quickly if the 
player character stands still for а short period of time. Bleed 
status can be cured immediately if another player character 
carries the afflicted character until he or she recovers. Use of a 
Hemostat pilf will also remove Bleed status instantaneously. 


Medicines and Herbs 


If your character is damaged only slightly, itis a waste of recov- 
ery items to heal yourself. As a general rule of thumb, only 
administer recovery items to yourself or someone else when a 
character's posture or movement speed ís affected 


in wa 
speed duced 


they caff Be ground up and combined in powder form to produce 
greater recovery power. — 


To combine any two herbs, select 
one herb in your inventory and 
choose the "Combine" command 
from the popup menu. Move the 
second cursor to the herb you 
‘wish to combine with, and press 
Action 10 create a Mixed Herb 
You may also combine single 
herbs with mixed herb com- 
pounds, provided TRE game 
allows. 


Herbs can also be mixed when 
procuring a second herb from the 
environment. While picking up an 
herb, select the item space where 
a compatible herb is stored and 
press Action. When the game. 
asksif you wish to combine herbs, 
choose "Ves." The new herb is automatically combined with the 
herb already in your inventory, provided the two are compatible 
for mixing. 


CREATING MEDICINES 


Ог, George Hamilton can use his Medical Set to convert herbs 
arid: mixed=herb compounds into useful medicine pills. First 
select George's Medical Set and 

choose the "Mix" command. Then 

select the herb or herb compound 

you wish to convert, and give it a 

try. A complete list of the medie 

cines George is capable of making 

is listed in his section of the 

Characters chapter. Medicines- 

can also be found in various locations. 


Green Herbs are a plentiful recovery item in Raccoon City. They 
allow player characters to restore а small amount of physical 
strength points. A single Green Herb may be enough to raise a 
character's status to a better level, so try to keep one on hand 
at all times. Green Herbs can be combined with other Green 
Herbs to conserve inventory space, or with Red Herbs to form 
powerful compounds. Green Herbs can alsa be combined with 
Blue Herbs to provide health and poison recovery simultaneously. 


Blue Herbs remove poison status from а character when used 
These herbs can also be combined with Green Herbs for simul- 
taneous health recovery and poison cure. Blue Herbs can also 
be combined with Green-Green and Green-Red compounds to 
add poison recovery to any mix. Although Blue Herbs can be 
mixed with Red Herbs, there is no additional effect from this 
mixture. 


— Red Herbs are entirely ineffective on their own, but when com- 
bined with Green Herbs they increase the potency of mixtures 
by-more than double. A Red Herb can be mixed with a Green 
Herb or a Green-Blue Mixed Herb compound. While a Red Herb 
can also be mixed with a lone Blue Herb, there is no added ben- 
е to the шге. 


This powerful pharmaceutical spray produces Шш << the Umbrella 
Corporation fully restores any player characters, physical 
strength points. A player character can equip a First Aid Spray 
and spray a passing character to restore his or her health. To do 
this, equip the spray using the "Equip" command, then point the 
spray ata nearby character by holding B or (B. Press Action to 
spray the character when he or she is in close to medium range. 
During Infinity mode, а First Aid Spray can be equipped and 
sprayed on other characters a limitless number of times. 
However, if the player character uses the item on him or her 
self, it still disappears as usual. First Aid Sprays are not as plen- 
tiful as the various herbs found in the game, and so their use 
should be restricted 


This blue-white pill allows a player character tó recover phy: 
cal strength, similar in effect to a single Green Herb. However, 
the main benefit of Recovery Medicines over Green Herbs is 
that you can carry multiple pills in a single item slot on the 
Status Screen. Additionally George cam create Recovery 
Medicine pills by mixing a single Blue Herb with his Medical 
Set. So if great quantities of Blue Herbs are floating around but 
по one is poisoned, the doctor can convert the herbs into these 
more RECOVERY MEDICINE REN pills, 


A blue-white pill with a red mark, this item allows a. RE, MEDICINE ы char 
acter to regain a large amount of health. George:can produce 
Recovery Medicine (Large) items by mixing Green-Red-Blue Mixed 
Herbs with his Medical Set. Multiple Recovery Medicine (Large) 
items can be carried in a single item slot on the Status Screen. 


Herbs with his Medical Kit. А Hemostat will instantly stop bleed- 
ing, allowing an inflicted character fa ratura to normal move- 
ment speed if possible. Multiple Hemostats сап be carried in a 
single item slot on the Status Screen. 


This small white pill halts the progression of the virus gauge for 
a short amount of time. The overall effectis that the player char- 
acter now has more game time to-explore the environment and 
combat enemies hefore the virus reaches 100%. Whenever you 


find Anti Virus medicines during а scenario, use them immedi- 
ately to give yourself more time to complete your objectives, If 
attacked by an enemy, the effects of the Anti Virus will subside 
and the gauge resumes its gradual rise. George can produce 


Mille Anii Virus medicines сап be camiadan NE FANT EREE 
on the Status Screen. 


Manus 221) 
This small white pill halts the progression of the virus gauge for 
a short amount of time. The overall effect is that the player char- 
acter now has more game time to explore the environment and 
combat enemies before the virus reaches 100%. Whenever you 
find Anti Virus medicines during a scenario, use them immedi 
ately to give yourself more time to complete your objectives. If. 
attacked by an enemy, the effects of the Anti Virus will subside 
and the gauge resumes its gradual rise. George can produce 
Anti Virus medicines by combining Green and Blue Herbs into a 
Mixed Herb, and then combining the result with his Medical Set 
Multiple Anti Virus medicines can be carried in а single item slot 
ón the Status Screen. 


A white pill with a red marking, this medicine halts the progres 
sion of the virus gauge for a long duration of time. The player 
character that uses an Anti Virus (Large) gains additional game 
time to explore the environment and combat enemies before the 
virus reaches 100%. Whenever you find Anti-Virus medicines 
during a scenario, use them immediately to give yourself more 
time to complete your objectives, If an enemy attacks the char- 
acter while an Anti Virus (Large) is effective, then the virus 
gauge Will rise slightly according to the power of the enemy and. 
the attack as usual. However, if the Anti Virus (Large) remains: 
effective afterthe attack, the virus gage will not raise any high- 
er until the medicine wears off. George can produce Anti Virus 
(Large) medicines by combining a Green, a Red and a Blue Herb. 

to a Mixed Herb compound, and then mixing the result using 
his Medical Set. Multiple Anti Vitus (Large) medicines-can be 
carried in a single tem slot on the Status Screen. 


During the scenario titled "The Hive," George can find up to four 
Recovery Medicine Base items in the Treatment Room. Only the. 
good doctor knows where these items are located, and only he 
can obtain them. Combine а Recovery Medicine Base_with. 
George's Medical Set to create a. Recovery, Medicine. 
Otherwise, they have no other use, = 


RECOVERY ITEM TABLE 
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This chapter deals with keys that unlock doors, objects that solve puzzles, and various items not covered in other chapters of 


this book. 


Following is an alphabetical list of all items from the game that unlock a door, allow the completion of an objective, or open a 


new.area of the game. 


LOCATION 


Outbreak": Wine Room 
‘Outbreak: Liquor Room 


USE 


Insert an Alcohol Bottle (any) into the indentation of the por- 
trait in the bar building's Owner's Room on 2F It unlocks the 
drawer of the nearby desk. It can also be combined with a 
Newspaper and a Lighter to form a Molotov Cocktail. One 
usage cancels the other. 


"T 
LOCATION 


"Dacisions, Decisions": Art Safe Room 


USE 


Insert into the eye socket of the stuffed deer's head on the. 
Entrance Hall's north wall. One of two jewels required to 
‚open the secret door to the BIF Study Room. 


LOCATION 

Decisions, Decisions”: 2 Drawing Room (EASY) 
"Decisions, Decisions”: IF Waiting Room (NORMAL) 
Decisions, Decisions”: IF Passage A (HARD) 
“Decisions, Decisions”: БАҒ Control Room (VERY HARD) 


USE 


Place the glasses on the principal's bust at the north end of the. 
2F Passage to reveal the secret entrance to Testing Passage А. 


LOCATION 


Decisions, Decisions": Back Square (EASY, NORMAL) 
Decisions, Decisions": Pier (HARD, VERY HARD) 


USE 


‘Unlocks the rear doors of the university building (usable 0052 ТЕМЕ 
from either side), allowing access between the Back 
Square and 1F Passage В. 


LOCATION 4 


The Hive": Examination Room (SINGLE PLAY ONLY) 


USE 5 
Unlocks the south door in the BIF Passway of the hospital, 
LOCATION | 


The Не”: Fixed Temperature Experiment Room 
USE 
To obtain this item, you must lure Leech Man into the vari- 


‚able temperature chamber and raise the heat. Unlocks the 
‚south door in the B2F Passway, 


KEY ITEMS 


LOCATION 
The Hive”: Waste Liquid Disposal Room 
USE 


Unlocks the padlock on the chain of the boat docked at the 
north end of the Underpass Entrance. 


LOCATION 
“Outbreak”: Combine the Detonator Handle and Detonator Main Unit 
USE 
Use at the explosives rig kitin the middle of the Main Street 
area to complete the scenario, 


3 LOCATION 


Outbreak": Main Street, northeast section 


USE 
é Combine with the Detonator Main Unit to build the Detonator. 
+ 


y E 
è 
LOCATION 


“Outbreak”; Main Street, west seci 


USE 
Combine with the Detonator Handle to build the Detonator. 


LOCATION 2 


Outbreak”: Wine Room (EASY, NORMAL) 
Outbreak”: Owner's Room (HARD, VERY HARD) 


USE, 
Starts the ignition of the forklift in the Liquor Room, allowing 
you to raise the payload and form a crawlspace escape route. 


LOCATION Н 
Below Freezing Pont BEE South Passwoy 
USE 


Thaw in the hot water of the overflowing sink in the B6F 
Break Room to obtain the Wrench. 


LOCATION 


Hellfire”: Room 204 


USE 
Must complete the European map puzzle to obtain this item, 
or obtain it from an AIPC partner in the Security Room. 
Unlocks the door of the Power Supply Room. 


LOCATION 
"Below Freezing Point: БАҒ Culture Room 
USE 


‘Thaw the hand of the researcher, which is frozen to the ven- 
tilaton system lever in the B4F Low Temperature 
Experiment Room. 


У : 
Ra KEY WITH BLUE TAG = 
LOCATION 


“Outbreak”: Staff Room (EASY, NORMAL) 
Outbreak”: Owner's Room (HARD, VERY HARD] 


USE 
Unlocks the door to the Staff Room stairs leading up to ЗЕ. 


" 5 
Қ KEY WITH A RED TAG s | 
LOCATION ы; 


“Decisions, Decisions”: Water Purifying Facility 


USE 


Unlocks the door between the Water Works Administration 
Office and the Water Tank on level B3F. 


LOCATION К 


Bolow Freezing Point": BAF Turn Table 


USE 


Unlocks the BSF Computer Room door and the shutter door 
in the B4F East Area Passway. 


Б SECURITY ROOM CARD КЕРУ. 
2 ON Ты БАЗА. 


е”: Boiler Room, 2F platform 


c: Ji Nez inter (EASY, NORMAL) 


JAR, Will's corpse (HARD, VERY HARD) 


tween 3F and the Rooftop DONNA aa NORMAL, HARD) 
т, under bed (VERY HARD) 


LOCATION 


"Below Freezing Point": BAF Turn Tabla. 


USE 


Raises the locomotive turn table from level B4F to level 1F. 
The ВАЕ level must be ventilated before use. 


LOCATION 5 


‘Below Freezing Point”: B7F Chemical Disposal Room. 


USE 
Combine with VP-017 to formulate the V-JOLT. 


4 
ғ LOCATION 


"Below Freezing Point”: Combine UMB No.3 and VP-017 


USE 


Use in the Duct on level B7F or B6F to kill the overgrown 
plant blocking the ladders between levels. 


LOCATION 3 


Decisions, Decisions”: Air Exhaust Tower BIF 


USE 
Insertinto the reagent incubation machine to unlock the southeast. 
door in the Experiment Room, and subsequently create Daylight. 


LOCATION 


“Hellfire”: Power Supply Room 
Hellfire" Store Room 


USE 
This small power cell has no use in itself, but David сап 
combine a Battery with an Iron Pipe and Vinyl Tape to cre- 
ate a Stun Rod weapon. 


LOCATION 


“Below Freezing Point”: BAF Turn Table 


USE 


Opens the central door in the B6F Security Center, raises 
the emergency ladder on the B6F level of the Duct. 


LOCATION 


"Below Freezing Point’: BF Chemical Storage Room 


USE 


Combine with UMB No.3 to formulate the V-JOLT. 


LOCATION e 


"Below Freezing Point”: Thaw the Frozen Wrench in BSF Break Room sink | 


USE 


Open the wall panel in the B6F Security Center to reveal the 
Valve Handle. 


This section describes items of various uses that don't fit into other categories. 


| 


LOCATION 


"The Hive": Nurse Center 
"The Hive": Nurse Station 
"The Hive": Laboratory 


USE 


When the “Place” command is used, the character tears open 
the Blood Infusion Pack and spills it on the flor. I the Leach Man 
enemy is present in the room, it will ignore all player characters. 
and move to the blood spill. The Leech Man will feed on the spilled 
blood until the stain disappears from the floor, and then return to 
normal behavior. The Blood Infusion Pack can be used to lure the 
Leech Man into the south portion of the Fixed Temperature 
Experiment Room, where it can be Killed with high heat. 


LOCATION 


Неге”: Boiler Room (After searching fireman's corpse. 


USE 


If retained in possession until the end of the "Hellfire" sce- 
mario, this item will trigger an additional scene and unlock a 
bonus character in the Collection screen. 


LOCATION el 


The Hive": Laboratory 


USE 


When this item is taken, the player character memorizes the 
"Investigation Request" file. 


LOCATION 


The Hive": Room 302 


USE 


When this item is taken, the player character memorizes the 
“Male Nurse's Diary" file. 


LOCATION 


reak”: Staff Room 


Outbreak”: Drawing Room 
Outbreak": Rooftop 


USE 


When this item is taken, the player character memorizes the 
"Newspaper" file. Additionally, the Newspaper can be 
combined with an Alcohol Bottle and then ignited with a 
Lighter to create five Molotov Cocktails. 


LOCATION 


“Decisions, Decisions”: Water Works Administration Office 


USE 
Ап unsealed version of the P-Base reagent created by using 
the Reagent Case found in the Water Works Administration 
Office. After a brief period of time, this unsealed version of 
the P-Base will evaporate and become useless. 


LOCATION 


"Decisions, Decisions”: Water Works Administration Office. 


USE 


Ап unsealed case that can be used to obtain a sample of the 
P-Base from the reagent generation machine in the Water 
Works Administration Office. However, because this con- 
tainer does not adequately protect the sample, the P-Base 
will deplete after a short period of time. 


LOCATION А 


Hellfire": Boiler Room (after searching fireman's corpse) 


USE 
If retained in possession until the end of the "Hellfire" sce- 
nario, this item will trigger an additional scene and unlock a 
bonus character in the Collection screen. 


LOCATION 4 


The Hive": Laboratory 


USE 
‘When this item is taken, the player character memorizes the 
“Researcher's Diary” file. 


LOCATION E 


Decisions, Decisions”: Experiment Room 


USE 

Requires placement of the P-Base, V-Poison and T-Blood 
into the reagent incubation machine in the university build- 
ings 3F Experiment Room. The player characters can 
administer the Daylight to themselves through the "Use" 
‚command, When used, the Daylight cures the player char- 
acter of the T-virus infection and removes the virus gauge 
from the player characters Status Screen. If given to an 
AIPC, he or she will use it automatically to cure him- or her- 
self. Daylight can also be loaded into the Ample Shooter 
and fired at the Thanatos-R during the final boss fight to kill 
the monster with a single attack. Possession of one or two 
quantities of the Daylight determines the outcome of the 
"Decisions, Decisions" scenario. 


RECOVERY TENS 


KEY ITEMS 


iWork Mode, you may choose one of three available scenarios, and more become available as stages are cleared. In 
this Guide, the scenarios are organized in order according to their occurrence in Single Play mode. 


REGARDING THE TEXT 


= 
This portion of the guide covers each scenario from start to finish, explaining in great detail the objectives and actions required 
to clear each one. Scenarios are written in a somewhat freeform manner, “discussing” the possibilities of playing with АРС fatt- 
ner characters as well as other players online. 


The guide is generally written to help a lone player accomplish the clearing of all five scenarios in Single Play mode at the Normal 
difficulty setting. Network Mode is admittedly a much deeper experience, but it is important to play through the game on your 
йїп Single Play before heading online, The skills and knowledge of the game you will develop while playing Single Play mode 
Should prove invaluable during your online sessions. If you avoid Single Play and head directly online, you may be doing yourself 
and your potential teammates a grave disservice through your unfamiliarity with the game. 


The entire walkthrough is written to help you master Single Play mode. 


MAP SECTIONS 


A 
Each scenario description contains one or more sections devoted to fully rendered 3D maps of all or a portion of the stage" Each 
тар is marked with lettered item callouts. Use the callout list beside each map to determine the locations of impórtant itémis, 
Weapons and supplies found on each level of the stage. 


АРС CALELISTS 


At the beginning of each scenario's description, you'll find a list of the CPU-controlled charac- 
ters, also known as “AIPGs,” that will accompany each player character during Single Play 
age. The AIPCs in the first column can be called:ypon by holding the Chat Shift button 8 and 
ing the Right Stick to the left. Holding the Chat ВИКОМ апе movin 

ward can call the AIPCs in the second column. During Same scemjarios-thie team will split up 
е the multiple objectives required to clear the stagekAs clearly indicated by the notes 
ided inthe table, one AIPC will accompany the character (98 certain level, or another AIPC 
I gû ith the player gliáráater should he or she decide to search a different level 


sted in these sections are the main objectives of the scenario, described in the simplest form possible and accoinpanied by sereen. 

jots. You must complete most of the objectives listed in order to clear a certain portion of the scenario, if not the entir&'stage. There 
may be more than one list of objectives per scenario, so do not fool yourself into thinking you are done just because you accomplish 
everything in the first list 


WALKTHROUGH 


я 

<The walkthrough is а step-by-step, detailed description of the tasks you must accomplish to clear the scenario, complete with 
screenshots, tips, hints, warnings and notes. Follow the advice given to the letter, and you'll be ranking among the ResidentEW толуын | 
Outbreak masters in no time at all 


2 GAME BASICS) 
Tips throughout the walkthrough provide insight on 


tricks or strategies you can employ in your game to 
improve the experience. 


NTION TO WARNIN( 
‘At certain stages of the scenario, your actions could 
potentially unleash a horde of enemies or trigger a 
potentially lethal trap. Warnings highlight such infor- 
mation throughout the walkthrough. If there is a 
warning on the page, do not proceed until you have 
| observed the cautions contained in these sections. 


Most of the scenarios cannot be completed until you have faced an ted a powerful unique mon- 
ster known as a "boss." Each boss fight is presented in a unique section that contains detailed statis- 
tics regarding how much damage the boss can inflict on your character wit attack. Also listed 
are statistics to help determine just how many hits a boss can survive against your weapons. The body 
text of the boss fight strategy coy structions on how to take down the 
monster blow by blow. z Fu 


РА | 
COMPLETE EVENT CHECKLIST, CHECKLIST POINTERS о, 


ты S 
Near the end of each stenario, you'll find a complete list of all the possible items that appear in the 
Event Checklist for the scenario, along with notes regarding some of the more obscure checklist items 
that may not be covered in the walkthrough. 


Once yoliunloGkcand bagin to play the Hara difficulty mode, you may notice some remarkable differences. These sections at the 
end of each scenarig aim to ртербге/бі for changes to the way stages are played in higher difficulty levels, ‹ 


CLEAR TIME RANKING 5 1 


Time is the mostimportant factofn determining the.ranking achieved when playing each scenario. At the end of each secti 
a table tîf Shaws how ranking if earnedend how you can do better next time. Notice that more time is allowed for earníñ a 
betterranking in Network Mode, dependent also on whether the game is installed to an HDD or not. For a complete breakdown 
of the method of result point calculation, consult the Game Basics chapter. 


Handgun 
First Aid Spray 

Pesticide Spray 

Staff Room Koy 

Chopper 

Playing Manual Controls Version 
Green Herb 
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Handgun Rounds 
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Handgun Rounds. 
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solving portrait puzzle in Owner's Room. 


“Оту Cindy may access these ims 
“Requires Alyssa's Picking Tools. 
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ck the door ta, 
stars, 


X tha stairs in 
the Staff Room. 


a 
Knock down he gate. m 
Mie soumes cor. | ole baria t 


TFand exit to the 
ner of tha Rooftop. Ў, о! the apartment 


streot area Боге 


"вина time expr 


THE INVASION OF J'S BAR 


though the bartender has ejected the Unwanted customer 


= Barribade the door by usi 
еб twostiarrels in front of the 
entrance door Creating the barri- 
jade gives You Aitte more time 
fo searcitthe bar befüge the zom- 
bies invade; it also incr@ases the 
number of result points achieved. 


Push the two barrels along the 
south wall to form a barricade. 


indisáved your lives for the moment, the zombies will stash = 


ои only E. one + dh 


front of the door, you will no 
gain the extra time: There is a 
random chance that one of the 
barrels will become stuck and 
immobile, except in Easy mode 
Brawny characters such as 
Kevin or Mark are more likely to 
be able to successfully push 
both barrels in front of the door 
before time expires. 


With both barrels positioned i 
front of the doors, your team 
attains some extra timo to 
‘acquire supplies and escapo 
safely. 


To push а barrel or any other mobile environmental 
object, position yourself behind-it and face the 
direction you want to move the abject. Then move 
your character up against the side of the barrel until 
he or she begins to push it across the floor. 


Once the barricade is success- 
fully established, you have more 
time to search the ground floor 
for useful weapons and items. 
However, the zombies will even- 
tually smash their way in and 
соте after you and your friends. 


Search for items behind the bar. 


Unless you are Kevin or Mark, 

who already possess firearms, take the Handgun on the 
„counter. You'll also find Pesticide Spray and а First Aid Spray 
5 behind the bar. In the sink near 
the rear exit door is a Chopper. А 
file titled Playing Manual Control 
Version lies on the floor at the 
base of the rail across from the 
stair door. Be careful that you are 
not attacked while reading a file. 


There is a Green Herb at the bot- 
tom end of corridor in front of the. 
bathrooms. Search inside the 
two bathrooms for additional 
weapons and items. The callouts 
on the maps in this section show 
where to find another Handgun, 
8 Green Herb and a Scrub 
Brush, 


uai th zombi hands inthe 

| Womens Bathroom: They can 
drag oot of the bulding for 
anita death 


The Staff Room Key lies on inside 
counter of the bar, on the west 


move on, use the Staff Room Key. 
to unlock the door in the north- 
east corner ofthe bar. In Network 
Mode, the key lies on the counter 


1 The Staff Room Key only 
Mine Mn SENE appears hero in Single Pay 
mode. In Network Mode, look in 


the bathrooms. | 


KNOCKING DOWN DOORS 
Brute force can be employed to open this and many | | 
| | ether locked doors throughout the game. The door 

| will break open faster if you 
| shootit with a gun or use а 
melee weapon. If your char 
acter has a special action 
attack, such as Коми 
“kick” or George's “tackle,” 
you can Use these actions 
to knock down а door. ГЕ 
Additionally, а door can be broken down using the 
shoulder-butt technique that all characters can per- 
form, However, using the proper key is always the 
fastest way to get through any locked barrier. 


After a certain amount of time, the-zomBies- Will 
through the доогала climb over the barricade? They. 
and kill Will, the "bartender. 


Greater details on carrying Bob 
and the effects on the game are. 
contained in the article titled 
"Leading Bob to the Rooftop,” at 
the end of this section. 


Lead Bob to the stair door, go 
through, and he wil follow you. 


CARRYING ANOTHER CHARACTER | 
To assist Bob, move next to him and press the 
Action button, Your character will shoulder Bob, 

| and you may now carry him anywhere in the room. 
To take Bob to the next 
area, guide him to the door 
and press Action to open 
the door while still holding 
Bob. As you cross the 
threshold, he will follow you 
to the next room; 


| Keep in mind that you can also carry other player | 

characters and AIPCs in the same manner one of 

your allies takes too much damage, she will fall to 

the ground and begin to crawl, During this time, the 

virus spreads through her body rapidly. И virus 
| infection reaches 100%, your ally will die. As soon 
as you сап, move to the fallen ally, press Action to 
pick herp, and carry her to 
Safety. Getting. your ally 
back on her feet helps to 
Teturn the rate of viral infec- 
tion to normal. In addition, 
you can help an ally stop 
bleeding by carrying her 
until the status subsides. | 


sone 


= 


Standing across (Гопљане @оог- 
way in Single Pláy mode із 
Mark's friend Bob. You,must 
guide Bob to safety throughout 
this scenario in order to gain the. 
most scengriesmpletion 


SCENARIOS 

блм 
If you аге saved by one of your teammatesin this | | ГІСІ 
manner, be sure to reward her with one of your 
items. If you dont have anything to offer, find a 


present for your buddy later. 


NETWORK 
MODE ITEM 


TREACHEROUS STAIRWAY 


The file titled Playing Manual Knowledge Version lies on the 
floor just inside the entrance to the stairwell. The ghoul$ will 
soon follow you through the : 
door, so memorize the file now 
and read it later. Zombies smash 
through the window on the land- 
ing at the top of the first stair- 
case, so be ready to steer clear 
of their grasp. A Green Herb sits 
on the floor below the window. 


FAN Cary Bo? тау fon tho on 
It Mark ё ne ofthe playarehar- Ter bern tho zombies ok 


acters, let him be Uie опе to Г 
assist Bob. After seen Where therinvading zombies kill 
Will the bartender, Mark ean carry Bob toward the door to the 
stairs. An extra scene ogeurs 
еге the bartender reanimates 
as the living dead./Mark is the 
only One who сап trigger this 
extra ЕМ ЧЄ һе is helping 
Bob. Otherwise, Will simply rises 
and joins the other zombies after 


Mark and Bob view chiling | a certain amount of time. 


SPECIAL ITEMS 


COLLECTION 


‘Approach the Green Herb from 
an angle, and you can grab it 
‘even when zombies ara 
through the window. 


PERMANENT ENEMY is 


'ombie wearing а flannel shirt comes to life as you reach 
the top of the stairs. This enemy is a permanent resident on 
2F This means that even if you 
attack the zombie, knock it down 
and continue beating it until it 
stops twitching, it will not disap- 
pear. Instead, it will reanimate 
several times and attack. Try not 
to break melee weapons or 
waste ammo while dealing with 
this special zombie. 


Permanent enemies, Ike the 
zombie haunting the second 
for ofthe bar, appear in many 
scenarios. 


HIDING QUT IN THE BREAK ROOM 4 


Ifyou are carrying Bob, drop him 
off at the western section ofthe 
Staff Room. Then run back 
through the doorway and enter 
the door on the north wall, which 
leads to the Break Room. The 
zombie that permanently roams 
К кет ware po be catar | 2F will most likely follow you 
4 directly into this room, so be 
ready to fight or hide. 


The Indoor Blueprint lies in the trashcan near the door. 
Examining this document allows you to view all the rooms of 
the building on your map, even if you haven't visited those 
locations yet. Check the slightly open drawer in the south- 
east corner of the room for Handgun Rounds. Examine the 
center of the bed, and your character will crawl under it. This 
space can be used to hide from zombies, and an Iron Pipe is 
also located here. 


та} уд! would leave a perfectly 


Characters can hide in gh spaces 
god Map in the trashcan? 


| such as under certain bedsand. 
Coffee tables. Useful tems also hide 
In these spaces. 


By staying in the Break Room too long, there is a 
chance in Network Mode that one of your team- 
mates might erect the barricade in the Staff Room. 
If you аге separated from the rest of the group 
because one of your teammates erected а barri- 
cade, hide under the bed in the Break Room. Return 
to the Staff Room occasionally to see if the undead 
have smashed through the planks yet. If a zombie 
follows you back to the Break Room, hide under the 
bed until it goes away, Additionally, you can smash 
your way through the planks yourself by using brute 
force—just don’t let the zombies surround you. 


BARRICADING THE STAFF ROOM 


The Staff Room is a rather large space where уби can make у 
another barricade, Find the Stapler Gun on the desk fear 
the fridge and use it at the planks just inside the green-painted 
corridor section of the Staff Room. Using the Stapler Gun this 
way creates a barricade across the doorway. However, make 
sure that all your teammates are on the same side of the planks 
as you are, or you'll accidentally seal them out! 


and uso it to build a temporary 


Grab the Stapler Gun from the 
desk barricade across the doorway. 


The barricade is extremely temporary. If zombies are stand- 
ing on the other side of the planks, and they see someone 
beyond, they will quickly smash through the boards and con- 
tinue invading. While you have secured safety for the 
moment, the best idea is to split up and investigate the vari- 
ous rooms surrounding the Staff Room, leaving no person in 
the Staff Rogmfor the zombies to see. If you were trapped on 
ithe wong side of the barricade, hide out in the Break Room. 
Also, you can smash through the barricade using a weapon, 
‘or by ramming it with your shoulder. 


you are barricaded on the wrong 
side of the Staff Room, smash 
through the planks, 


ind the barricade, an 
extra scene occurs where the 
group worries about the older man’s 
deteriorating condition 


The Stapler Gun can also be equipped as a weapon 
and used to fire staple projectiles at enemies. 
However, if you erect the barricade in the Staff 
Room, all 20 staples are used up. You can only use 
the Stapler Gun one way or the other. 


THE LOCKER ROOM 


With the barricade in place, search the Staff Room and the 
connecting rooms for supplies, recovery items ahd weapons. 
In the Locker Room on the south wall of the building-open the 
compartments to find the various items marked on the maps in 
this guidebook. At the end of 
each row is a locker where you 
can hide from zombies and play- 
er character zombies. However, 
while in the locker you must not 
move around or make any noise 
If a zombie detects you, сап 
knock you out of your hiding spot 
by destroying the locker! 


Unfortunately for Mark, Hs 
100 broad-shouldered t 

a locker: Не isthe only 
ter prevented frm using 
lockers in this fashion 


THE DRAWING ROOM 


БЕРЕ The Drawing: Robi located 98 
the north side of thé Staff Room 
is loaded with various ammuni 

В tion and weapons, as marke 
the maps in this book. A Lighfer= 
sits on the table across frám the. 


As you move around in the 
Drawing Room, a crow may diê 
through the window andaftack! 
This only occurs in Normal or. 
higher difficulty modes. 


Vin this scenario. 


longer be useful. Any char- 
ег the Lighter to. 

м Cocktails, 

making @ 


Е _ 7% 2 
THE OWNER'S ROOM PUZZLE 
The Owners Room is the northwest area on (Не second floór. 
On the ground next to the phonograph are Handgun Rounds. 
A zombie guards a Green Herb and a Blue Herb'on the patio 
outside. The shape of a liquor bottle is cut out of the owner's 
portrait on the east wall. An Alcohol Bottle available in the 
Liquor Room or the Wine Room on 3F will fit into the portrait. 
After inserting the Alcohol Bottle, you'll hear-something 


unlock nearby. Open the drawer of the nearby desk to find a 
loaded Shotgun and Jacks Memo. 


INTRODUCTION: 


GAME ВАЗИ 


There is a random chance that Fo 
will hear a woman's scream just aor 
ететі the Owner's Room, and this 
wil acto your Event Checklist. 


Seton Ас іні Bottle in the portrart 
to unlock tho drawer of the nearby 
| desk 


scenario, there are gefiin-actions that only specific 

есі can perform. Cindy is the only person who can open 2 
î on the westwall inside the Locker Room. recovery тй 

Inside the Waitress’ locker are 2 

Green Herbs. If you are playing as 

Cindy,sthen remember to always 


key Teg 


for the “sake of your allies. 
Unfortunately if Cindy is an АРС 
while you are playing Single Play 
Mode, she will not voluntarily open 
her locker even if you lead her 
directly to it, so don't bother trying. 


Cindy owns this locker on the. 
west wall of the Locker Room. 
and only she can open it. Hor. 
Personal Special Пете can also 
Бе found inside. 


NETWORK 
MODE ITEM 
157% 


Only Alyssa, using her picking 
100), can open the hutch at the 
"Back of the Drawing Room.-A 
Handgun is locked in the cabinet 
in Single Play mode at the 
Normal difficulty level. Alyssa » 
сап also use her picking tool to 7 
open the locked doors through: 

out this scenario, though using a 


SPECIAL ITEMS 


The hutch at the back of the 
Drawing Room can only be 
opened via lock-pick. 


the actual keys is the fastest 
entry method. 


= 


Characters can hold doors shut to | As you proceed through the Liquor 

pravant zombie intrusion fora short | | Room, a battle may fall from tha. 

period of ime. wine racks on the north wall. This is 
ап entirely random occurrence, but 
it will add to your Event Checklist 
and Completion Ratio. 


Once the zombies start to smash through’ the barricade In Single Play mode, the best strategy is to grab Bob 
erected in the Staff Room, it is time to get moving agai Оп as soon as you enter the Liquor Room and lead him 
the coffee table between the couches in the Staff Room lies through the entire area to the south end of the 
a Newspaper (On the Case). building. Leave the ailing man safely near the fork- 
Underneath the paper is the Key lift. Then return to the entrance and fight your way 
with Blue Tag. The key unlocks through the intruding zombies to the Wine Room, 
the door to the stairs leading up where the Forklift Key is located 

to ЗЕ You must pick up the paper 
in order to reach the key. Once 
the,door is unlocked, grab Bob 
nd carry him up the stairs. Lead | [re Newspaper cen ha com | 
theiling security guard through | croato Malta Cocks 50 | 
‘the door at the top. 


dont ba too hasty to discard и. | R 


Zombie enemies will provide a constant obstacle 
ITEM FILES. 4 during your stay in the Liquor Room. Every time you 

E Kill one, another will emerge through the east 
entrance. Try to avoid wasting a lot of time and 
ammunition fighting with zombies by focusing 
instead on accomplishing your objectives. | 


ALCOHOLS NOT JUST FOR.” 
DRINKIN’ IN SURVIVAL HORROR 


Just past the wine racks, an Alcohol Bottle stands of the 
liquor shelves to the right. This bottle can be used to unlock 
the desk drawer in the Owner's Room downstairs. The bottle 
ће Liquor Room, so you'll need to move fast to асе сап also paused to make 5 Molotov Cocktails. When prop- 
lisllyour goals in this large area. Ww. « Qui usn are of these com- 
\ bustible weapons can take out 
„Network Mode, it is best if one team member holds the п entire cluster of enemies. 
al Boom door shut.Jo'hold a door, move against it until | There аге several Alcohol 
тоаг character holds it Shut. Then continue holding the Right Bottles located in the Liquor 
Stick in that direction toshOld the portal firmly closed. Room, just in case someone 
Unfórtunafély/a<character can only hold the door shut _ takes опе of the bottles down- 
| against ПОШИВ, enemies for a short period. If two player stairs to solve the puzzle. a 
Sec haracters bar thewoor together, they can hold it shut longer. lutbreak™ scenario. 
"While the door is heläkfirm, one player character should run 
to procure the Forklift Key from the Wine Room. The Forklift 
Key is essential for proceeding past the Liquor Room 


Just inside the Liquor Room on ЗЕ the door n&kt tò the 
lance leads to the Wine Room. Zombies will som bfeak 


/ 


GETTING B0B QUT OF 
THE LIQUOR ROOM 


In order to get Bob out of the INTRODUCHONS 
Liquor Room safely, you must 3 
descend the stairs in the "Stairs 
Between ЗЕ and the Rooftop” 
room and open the shutter door b 
at the bottom, Unfortunately this 

allows a horde of zombies to fol- 

low you. Grab Bob and lead him | Oper o shuar dor arte 

through the open shutter and | зараду anda 

then up to the Rooftop for his — ~ 

scenario finale, 


Key lies on the table 
in the Wine Room, which is 
located in the southeast corner 
of 3F Use this key to start the 
ignition on the forklift in the 
Liquor Room. Then raise the 
payload of the machine in order { 

A bonlo may drop out of the 1 y 


to create а crawlspace escape | озер cooler on the side athe In Single Play mode, it is possible to make your 


route out of the room. Ө р т | AIPCs open the shutter for you! Leave Bob near the | 


othar tems in tie Winey Әт e — forklift, and then head to the Wine Room to obtain 
inventory space allows. Следи 


| 
| the Forklift Key. Return to the vehicle and start the 
| ignition, and then raise the payload. Give the “бо!” 


command to your AIPCs, and they will begin to 
climb the ladder. Meanwhile, grab any of the | 
Alcohol Bottles оп this level and return to the IF b 


East ofthe Wine Room's entrance is a Typewriter I | [e | 
| Owner's Room on 2F. Use the Alcohol Bottle to solve 
| 


| |. Single Play mode, а Typewriter can be used to cre- 
ate a temporary save point оп a memory card 
inserted into slot 1 of your 
PlayStation2 game console. 
This save game can be 
loaded only once, and then 
itis erased from your mem- 
ory card. Only use the 
Typewriter if you need 10 
stop playing for any reason. 


the portrait puzzle, When you return to thé Liquor 
Room, your AIPCs will have already opened the 
shutter! Your partners will be waiting for you and ‘RECOVERY ITE 
Bob on the stairs to the rooftop. 


KEY ITEMS 


After leading Bob through the 
open shutter door of the Liquor 


ESCAPEFROM THE LIQUDR ROOM. ] "ота tim to te top a the Қыз 


At the south end ofthe Liquor Room, aaddér leads up tofê ofthe landing, upon which is the. 
small crawispace across the shelves. However/the payload | Storage Key. Though-optional, 
of the nearby forklift is down, | this key unlocks a room on the MINIM MODEITE 
creating a gap you cannot crawl | Rooftop, and Using if addsjto | r saga co ponens here E- 
eros Use the Forklift Key from Your Completion Ratio, LE | De gro sra tarder 
the Wine Room to start the fork- С 3. 
lift. Ехатіле the lift once again The crows make life pretty miserable on the Rooftop. 
to raise the payload, and then Eventually you will need to leap from this roof to the top of 
limb up the ladder and craw! the adjacent building. If a crow attacks While you are 
пе Рои sats. абгозз the shelMppstothe vent attempting to leap across the gap, you will plummet to the 
font f me tolto cheardan | opening, ground below for an instant death. Therefore, itis prudent to 
escape route. take out the crows while you're 
оп solid footing. The best way to. 
disable a crow is-to wait until 
one of them attacks one of your 
teammates. While а crow is hov- 
ering above one of your allies, a 
single handgun bullet or a blow 
Crows provide easy targets | от а melee weapon will КИ it = 
when hoy swoop nto ack | instantly. 2 Ms 


SPECIAL ITEMS 


 Couscriol 


f your te an оре 


Shoot the creature while it hovers over you. 


If you have led Bob this far, grab 
the poor old man and guide him 
around the corner to the mid- 
paint of the rooftop passage, 
where his finale scene will 
occur. Usually, he dies and 
drops a Handgun. However, in 
Very Hard mode Bob becomes a 
zombie and attacks! 


Bob and Mark weigh ho 
options OPM and “unite.” 


Use the Storage Key to unlock 


Inside the Storage 
Room, a First Aid Spray rests оп 
the floor and а Handgun 
Magazine is hidden on top of the 
nearby shelves. To reach the clip, 
climb onto the boxes and then 
search the side of the shelves. 


Bl rooftop 


You can always break into the 
Storage Room if you dont have 
the koy. 


Reloading bullet by bullet in real time leaves your 
character exposed to danger. With а compatible 
Magazine in your possession, you can reload your 
equipped weapon in a single motion. When your 
weapon is completely empty, press the Reload but- 
ton (60) and your character will switch out the 
Magazine. Your character will only use а Magazine 
item if your weapon is completely empty and the 
Magazine is completely full. An empty Magazine 
can be refilled by combining it with Handgun 
Rounds in your Status Menu, 


To escape from the roof; move to the fence tirectly across 
{ram the Storage Room door and start beating on the gate:to 
ск it down. You can use a 
melee weapon to knock 
the barrier faster. If you 
f not to waste ammo ог 
melee weapons, then clgaryour 
S hands and use shoulder-butt 
tackles to. knock downethe 
fence. GeBrge-and Kevin can 
knock down the gate faster by 
using their speciafactions. 


There's a Newspaper partially 
hidden at the southwest corner 
ofthe rol, Anyone stil holding 
эп Alcohol Bote can make 
Molotov Cocktails using this 
and a Lighter. 


— Таш — 
мет им, 


he force, an officer omthe street =a 
below declares that the ¿city 
BE block will be closed off in exact 
three minutes. All player charac- 
ISSN, ters have three minutes to get 
ШЫ down to street level! Anyone 
| Resch ће sroe area betore 

| time expires, or you diel who fails to reach the street 
before time expires will die 

instantly and fail the scenario. 


Climb onto the walkway and run to the eastern edge. One at 
a time, your team must leap across the gap. Stand on the 
ledge and press Action to begin. 
Your character will back up sev- 
eral steps to get a running start 
at the leap. With the proper tim- 
ing, you must press Action again 
to make your character jump. Hit 
the button at the exact moment 
that your character runs up to 
the ledge. 


As your character runs forward, 
press Action just as he reaches 
the ledge to eap the gap. 


After a successful leap, your character dangles from the 
ledge. Pull yourself up by rapidly tapping the Action button. If 
your teammates have already 
leaped across, call for help and 
one of them may come back 10 
help you. To help your teammate 
climb onto the roof, stand at the 
edge and press Action while your 
teammate is dangling. There are 
Handgun Rounds at the back of 
the apartment building rooftop. 


Tap the Action button rapidly to 
climb onto the rooftop of the 
apartment building. 


Ifa crow attacks your player character as you dan- 
gle from the ledge, you might fall to an instant 
death. Be sure to shoot all crows in the area before | | 
leaping across the gap. 


Inside the top floor of the apart- 
ment building, look for a Red 
Herb in the lower comer of the 
corridor. Then open the elevator 
and ride down to IF. 


Examine the elevator doors to 


‘open them, and then walk inside 
to goto IF 


е the elevator, and the Handgun Rounds at the corner. Avoid the 
-female zombie in the corridor as well as the other ghoul that smashes through the window. Exit the 
front door at the south end of the building. Be sure to exit before the three-minute time limit expires 


іп order to continue the scenario. 


EC E CIC CIC CI CJ 


EI EE CIC CIE CIC] 


Vicinity Map. 
Shotgun 
Iron Pipe 
Handgun Rounds. 
First Aid Spray 
Shotgun Rounds 
Lighter 
Red Herb 
Blue Herb 
Green Herb 
Raccoon Today 


Vicinity Мар 
Shotgun 
Iron Pipe 
Handgun Rounds. 
First Aid Spray 
Shotgun Rounds 
Lighter 

Red Horb 

Blue Herb 

Green Horb 
Raccoon Today 


INTRODUCTION 
= 
Ee 
‘Avid enemies on the first foor, 


and rush through the street 
entrance before time expires. GAME BAS! 


RECOVERY те 
KEY ITEM; 


SCENARIOS 


MODETTE 
D 


SPECIAL ITEMS 


COLLECTION 


Red Herb 


Shotgun _ 
‘Handgun Rounds. 


Shotgun Rounds. 


| те rear of the fuel 
| tanker truck to cover 
the strat with 


form barricades on 
the street 


(Ў ignite the fuel cover 
ing the street surface 
witha Ug! 


way before tha fue, 
‘ruck xplodos j 


¡parts У Use the Detonator to | 
ofthe Detonatar and | | set off the charges 


cers fighting in the 
| assemble thom, |" the avenue, 


яте. 


CITY STREET MAYHEM 4 


Upon exiting the apartment building, move doivn the stairs to 
trigger a scene with Officer Raymond. Your next objective їе 
to create two barricades on the street by pushing two police 
cars into position: Wheff уди create both barricadas, an item 
is added to your Event Checklist 
and you'll receive ranking points. 
However, if you fail to create 
both barricades within roughly 
two minutgs;tfie.game moves on 
to the пф ге But nothing will 
be added to yobr Checklist and 
you'll rectiva no points, 


Start by movingithe. closest vehicle to create a barricade 
Move east down the Streatand begin pushfig the southern 
car in a westerly direßtion. By acting quickly, уб should be 
able to push thé=eaf into place beside the angled car long 
before the undead reach your positionmHawéver, ifthe zom- 
bies do-#fanage-to бөсіп the way, your character will be 
unable to finish moving the car into position. 


ra zombie steps in front of the 
slowly moving vehicla and stops. 
your progress, wait until clears 
he path. IF one or more creatures 
remain standing in the way. move to 
tho side of the police cruiser and. 
дил бет down. 


The car moves faster if two player 


characters get behind tha vehicle. GAME BASICS: 


Climb onto the hood of the angled patrol car. Wait until the 
zombies start crawling under the vehicle, and then climb 
down on the other side. Check the passenger side of the 
vehicle to find the Vicinity Map. Dash down the avenue and 
try to avoid zombies that are marching east. Stand behind the 
patrol car patked along the south side of the street, and 
attempt to push itinto place beforaime elapses. When both 
barricades are finished, or when time funs out, Officer 
Raymond becomes nervous and flees to the nextarea; 


Аеш Shoot or attacking enemies 
“urls in emergency, because 
‘everytime опе їед a new one 
willjestamerge from the west. 


‘A Shotgun is stashed in the trunk of 
the patrol car that is parked just 
beyond the entrance to Js Bar. 


The action continues in the alley running behind tbe apart 
ment building. Zombies crawl through the ducts undef the 
south wall. Some of these enemies are programmed to 
attack player characters, while 
a few are programmed to run 
directly to the-top of-the area 
and interfere with - Officer 
Raymond. The officer is trying to 
blast open the wooden doors 
that prevent your escape. You 


NETWORK 
MODE ITEM. 
USTS: 


SPECIAL TEMS 

must prevent the zombies from 
the tem to help fand of he 

attacking Raymond attacking horde 4 

As the scene unfolds, charge ир ч 

the street and collect the First COLLECTION 


Aid Spray and Shotgun Rounds 
on the west side of the street, as 
well as the Iron Pipe and 
Handgun Rounds on the other 
side. Shoot or knock down the 
zombies before they reach 
Raymond. 


a 
= 


Keep tho enemies away from 
Raymond so that he can do his 
job. If you want to get out faster, 
attack the doors yourself, 


ы => | 


Once all your teammates аге 
If you run outof ammo, ог ће zombies are pretty well safe in the water, the truck will 
contained at the south end of the alley, move beside explode. Floating in the canal, 
Raymond and stert blasting, smashing or shoulder swim to the left and climb 
butting at the locked gate. The extra points of damage through the portal into the 
you inflict to the gate help to open it more quickly. Tunnel 


gL SSTREET-WIDE CREMATION 


In the next area, the unfortunate Raymond falls prey to ti If you are caught in the blast as the fuel tanker 
zombie onslaught. However, his discovery may just save Your explodes, you will die, However, this death actually 
party of survivors. First, run to the top of the slope and open adds to your Event Checklist and Completion Ratio, 
the valve on the back of the fuel truck. Once the slope is so it is not entirely a loss. You will eventually need 
coated with fuel, run back down to the position of Raymond's to play this scenario one time through just to die 
dead body and grab the items he dropped, including a here. Remember that this is only a game, and don't 
Shotgun and a Lighter. make a habit of standing around waiting for fuel 
ғ trucks to explode in real life! 


WAITING:FOR EVACUATION ‹ 


At the south end of the Tunnel 
are a Red Herb and a Blue Herb. 
Run north and drop to the lower 
Врело o zombies crawing out || Grab the tems dropped around 
fom under the rig as you release || Reymond’ body. section, where another Red Herb 
B" and a Green Herb sit. Mix herbs 
and heal yourself, and remember 
to give extra recovery items to 
à |. Heal yourself and your partners 
wounded teammates. When fin- | нен уз and you par 
ished, climb up the ladder at the | before moving on. 
west end of the Tunnel. 


Hold те Cancel button to swim. 
faster, 


Before you can light the fuel, all 
player characters need to move 
off of the slick area. If team- 
mates are leaning badly in pain 
or they are crawling on the 
ground, pick them up and carry In front of Apple Inn, head directly left from the manhole to 


them to the dry concrete area. In the storefront of a deli, where a Green Herb sits. Proceed to 
Single Play mode, stand off of raa fa Ei the top end ofthe street and pick 
the oil slick and call your team- | the uel, up a copy of Raccoon Today 
mates by appealing with the from the newspaper vending 
"Соте!" command. machines. Officer Dorian 
emerges from the side of the 


street. When he stops in place 


¡When everyone is clear of the 


Epiled gasoline, тайыш just to the right of the other two 


toro omo ы _ ҚР ыы | survivors, speak to him to hitch a 
ighter to ignite the = ла ride out of the area. 


Following the mass incineration. 


of the zombies, you haye only а 

Tew minutes to escape from the SUPPLY:PIT STOP 
атара атта before the fuel truck m 
1 Fava eved тето Modes. Move to the edge of The BBcape is delayed due to a few barricas off thotoal 
so | e street near the badly leaning Outside of the police van is a Red Herb, arid inside ds a 
шені street sign, and jump into the Shotgun, 2 boxes of Shotgun Rounds, 2 First Aid Sprays, 
Handgun Rounds, 45 Auto Rounds, and a Typewriter. Stock 
yourself and your teammates, then head to the front of the 
vehicle and continue up the stairs across from the van. Atthe 
first landing, a Blue Herb stands in the small space to your 


water below. 


characters left. To the right is an open window where some- 
one has left a Magnum Revolver. 


| Load up with the supplies in the van | | Someone left a Magnum Revolver 
| Before heading ой to bat ‘this windowsill п exchange for 
tha pie that used to be here. 


‘Speak to the officer at tho top of the street to get your orders. He also, 
drops a backup weapon, 


The magnum is not compatible with any of the more 
common ammunitions available in Normal mode, 
and cannot be reloaded! Six shots are all you 
have—make them count. 


The Detonator Main Unit lies on the. The Detonator Handie can be found. 


awesome spectacle of Raccoon City’s undead'problem At ground onthe east side ofthe || ont fallen acer onthe west 
this point, you have two options for ending the scenario: = = Шш _ 

either continue ahead and assist the officers іп detonating llus Menu; combine 

the explosive charges set up all over the street, or backtrack ms b the 


to the police van and tell Officer Dorian you are ready to 
leave. Both methods are worth points, and either will add to 
your Event Checklist, However, detonating the street charge 
is worth more points and a better ending. 


Detonator. Then dash to the for- 

ward middle section of the 

street where the dead officer 

les пб оід kit. Open your 
menu and use the Detonator to, 

set off the charges all over the | Samd non the ri ee he 
street and end the zombie men- Detonator to finish the scenario 

wi a bang "А very bg bang 

ace...for the time being. 


The zombie stuatign on Main Street‘ Its okay to retreat and hitch another 
is much ибаа? ауто faced | ride fram Dorian to end the scenario. 
previously 3 


Speak 1046 officer standing deaf the bottom of the stairs, 
and he will drop sortie'faridomiWeapón, such as a Handgun 
or Shotgun (either lly loaded op completely empty by ran- 
dom chance]/Take deep breath, andithenschargedown the 
street through the zombie crowd, As-you are facing the 
widest view of the str&et; move left tothe object glittering on 
the ground, which ts the Detonator Main Unit. Grab this and 
quickly qu to, the: other side of the Street, where the 
Detonator Handle lies пех to а fallen officer. In Network 
mode, it would be best if the Player Character that picks up 
опе of the items first also goes to pick up the other item. 


INTRODUCTION 


GAME BASICS: 


CHARACTERS: 


"NETWORK 
MODE TEM. 
[5 


SPECIAL ITEMS 


COLLECTION 


OUTBREAK" COMPLETE EVENT CHECKLIST 
CHECKLIST ITEMS. 


Built a barricade out of the barrels 

Used the staff room key, 

Used tha key with blue tag 

Solved painting puzzle. 

Opened the cabinetin the drawing room, 

Moved cargo with the forklift. 

Destroyed liquor room shutter. 

Destroyed wire fence on the rooftop of Js BAR. 
Read all graffiti via your lighter, 

Built barricado using 2 patrol cars 

Opened gasoline tanker car and released gasoline, 
Used lighter to ignite gas. 

Activated detonator 

Defeated zombies on street and completed scenario. 
Ran away from the zombies and completed scenario 
Collected every map. 

You died in the explosion of the tanker truck 
Obtained "newspaper." 

Obtained "Jacks memo." 

(Obtained "staffers diary" 

(Obtained "Raccoon Today. 


Heard a scream in the owners room. 10 
Saw crow fly into drawing room. 10 
‘A bottle fall in the wine room. 10 
А bottle fel in the liquor room. w 
Heard a scream in front of J's Bar. 10 


Watched demo "Will Becomes А Zombie." 30 
Watched demo "Bob's Condition Gets Worse." E] 
Watched demo "Bob Kills Himself On The Rooftop. E] 
E] 
w 


Watched demo "Bob Becomes A Zombie,” 
Watched demo "Block The Entrance Of The Staff Rm 


“EVENT CHECKLIST POINTERS 
LEADING BOB TO THE ROOFTOP 


па|в|п|а|ш|в|ш|ш|а|а!ш|ш!|п|ш|ш|и|п|а|ш|а|и|а|п|а|т|ш|ш|ш|ш|ш|ш 


Marks friend Bob is suffering in the throes of conversion to 
the undead, Regardless, you must carry Bob and lead him to 
the safety of the Rooftop. А majority of the scenario items 
listed above are tied to assisting Bob until ho refuses to go 
any further. There are also several secret movies to trigger 
When dealing with Bob. When playing as Mark, wait until the. 
Е occurrence of the scene where the zombies break through 
е front door barricade and 
Hall upon the bartender Will 
Thereafter, grab Bob) and 
lead him toward the stair 
door, With Mark carrying 
Bob, а bonus scene occurs 
where the two see Will return 
аз a zombie. 


While assisting Bob as any character, lead him to the center 
of the Staff Room оп 2F. Then use the Stapler Gun to nail the 
planks across the doorway between sections. If Bob is car- 
ried to a safe position behind the barricade, the "Bob's 


Condition Gets Worse" demo 
plays. After opening the shut- _ 
ter door in the Liquor Room 
and guiding Bob to the top 
level of the bar, carry Bob 
toward the west side of the 
Rooftop to trigger Bob's final 
scene. Bob usually drops his 
Handgun at this point. However, in Very Hard mode, Bob 
instead transforms into a zombie and attacks. Therefore, you 
must eventually complete most of Very Hard mode in order to 
achieve all 100% of the Event Checklist 


BEN SCREAMS OF UNKNOWN ORIGIN, 
BOTTLES FALLING 


Cindy has long held the belief that the old building housing 
the bar is haunted, and ít turns out she's right! There is a ran- 
dom chance that you will hear a female scream occur soon 
after entering the Owner's Room. In the area "In Front of J's 
Bar,” you may hear a similar scream by moving down the 
street along the window front of the bar. By random chance, 
а bottle may fall from the 
Shelf in the Wine Room or in 
the north section of the 
liquor Room. There is no 
method to trigger these 
events, except to play the 
scenario repeatedly until all 
of them occur on their own. 


READING THE HIDDEN WALL SCRIBBLING 


Use the Lighter found in the 
Drawing Room to find hidden 
writing on the walls in the fol- 
lowing locations, in the exact 
order listed below. EN 


1. Northwest corner of Liquor Room, 
the wall naar tha crates. 


2 Tho crates to the left of the 
Storage Room door on the Rooftop. 


3. The wall of tha stairway just 
"above the crawispace entrance in 
the Stairs Between 3F and Rooftop 


Instead of the usual zombies, the areas "In Front of J's Bar 

and the "Alley Behind the Bar" are infested with Claw 
Worms in Hard and Very Hard modes. These creatures inflict 
poison status with their tail sting attacks, so itis important to 
collect Blue Herb items while inside the bar before heading 


outdoors. In Single Play, 2 
make sure that your AIPCs 
~ are holding Blue Herbs and ki 
4. The first barrel on the shelf 5. Once you have read ali the other 9 
Behind те fort tha Liquor hidden messages, use the Lighter ta herb compounds containing / 
Мат v Boxes to Pe ight of E 


levator doors in the “Top Floor poison remedies before leav- 
Fic Se, ing the bar building. Scissor 
Worms seem to be weak 


against fire attacks, so use г. T ~ 

en Mon Ba Hate ie eros o 
ZT-NOTES FOR HARD 8 VERY HARD MODES Маккой e а 
Worth noting is that the locations of some items change іп clusters of them, 
Single Play mode in the Hard and Very Hard difficulty levels. 
Naturally, there are fewer supplies and even fewer weapons to 
obtain in higher difficulty settings. The Staff Room Key 
be found on the bar in its usual 
spot. You must either break 
down the stair door or wait in 
the bar area until the zombies 
invade and kill the bartender, 
Will. At that point, rush over 
and search Will's body to find 
the Staff Room Key. If Will 
becomes а zombie and rises, 
the key can be found on the 
floor where he was lying, » 


RECOVERY ТЕ 


‘Search Wils corpse to find the 
Staff Room Koy in higher difficulty 


The Key with Blue Tag is no longer in the Staff Room; itis 
located on the back porch of the Owner's Room. Also, the 
Forklift Key is locked in the desk drawer in the Owners 
Room. Procure an Alcohol 
Bottle from the Liquor or 
Wine Rooms оп 3F. Then 
return to the Owner's Room 
and insert the bottle into the. 
slot of the portrait to unlock MODE ITEM 
the drawer. Then take the key 

" and raise the payload of the 
от | forklift іп order to move 


ы UN 7 beyond.the Liquor Room. SPECIAL ITEMS. 


COLLECTION 


Emm FREEZING Т Га 


Y, 


з ini column reappeor on ВБР after the Lif, while characters in the other 
column reapptar on ВТЕ 


=> 


Laboratory 
Lower Levels 


Wrench on tho panel 
in tho BOF Security 
Centar to obtain the 
Valve Handle, Use. 
this tom to access 


INTRODUCIR 


GAME BASI 


MONSTERS 
P 


UP After cresting the V- 
alt on level B7F and. 
procuring the Valve 

idle оп B6F use 

Valve Handle to 
raise the faddoron 
level B sido the 
Duct, 


The, group begins the scenario trapped in ап underground 
tunnel. In just a few seconds, a scene will automatically 
begin and the large shutter door opens. While waiting, grab 
the Green Herb in the alcove and the Iron Pipe lying on the 
rise to the left of the shutter doors. 


Scarf up the items in the tunnel while waiting for the action to begin. 


After the shutter doors open, continue onward to find a train 
parked at a platform. Climb onto the raised ledge and move 
alongside the parked train until someone shoots at your feet. 
Pursuantto the next scene, continue alongside the train to its 
end and pick up a Handgun SG. Backtrack to the corridor and 
head north to the base of the Lift. Proceed up the long stair 
way to the top, and climb through the open vent in the shaft. 


Play, паметат Yoko until 
fires a gun from off-screen. 


“Ascend the stairs in the Lt area, and 
il yourself through tha open vent. 


After climbing through the open vent in the Lift area, 
your player character lands on a different level 
depending on whom you are playing as. Upon 
arrival, check the map to determine which level you. 
landed on. Continue the scenario by completing the. 
| | tasks encountered on the level, At this point, you'll 
simply need fo skip ahead in this walkthrough to the 
appropriate section and pick up from there, 


In Single Play made, one АРС ends upon the same | 
level with you, and the other AIPC goes to the other 
level. For example, while playing-as Alyssa, Jim 
lands on B7F with you, while George waits patiently 
for you оп 866 Perform the tasks necessary to 
proceed to the other level, and then you may reunite 
with your missing compatriot. Try not to tarry, 
because your sola companion is in danger of being 
killed if you take 100 long to reunite. 


BSF South Passway 
BTE East Passway 
BF South Passway — — 
BOF East Passwoy | 
BOF East Passway 
BIF South Passway | 
BF East Passway ___ 
BSF South Passway | 


Player characters landing on B7F аге charged with the task of 
finding two chemicals іп separate locations and combining 
them to form the V-Jolt, a compound ацыі kill the over- 
grown plant blocking access to the ladder in the Duct. Then 


you may climb to р ind undeffake the steps necessary 
to obtain the Маме handle. Return tg the Duet with the Valve 
Handle and use ifto raise the emergency ladder to level В! 


Player characters arriving on B7F face the challenge of teed whacking а 
giant plant blocking tha escape route. 


‘Player characters usually arrive in either one ofthe corridor 
the BF level, If you arrive in the East Passway, make your wa 
to the large Experiment Room at the center of the map. Sea 
the computer table at the north 
end of the Experiment! 

find the Interoffice Memo. The 
last page of this document 
contains a four-number pass 
code required to obtain the 
VP-017, one-oftwo chemicals 
needed 48 mixithe V-Jolt. The | 2: 

pass cag istragomly delit ade t 
ed, so it will be different each | todays pass cade for the Chemical 
play-through. 


Check in the unseen gap behind 
tho cabinets in the Experiment 
Room to find 45 Auto Rounds for 
Kevin custom gun. 
ean be obtained hara or on BEF 


Head back through the East Passway to the Chemical 
Storage area, Be cautious of zombie encounters in this tiny 
“area. Input the pass code 
listedin the Interoffice Memo 
at the computer in the noth- 
‘corner of the, room! to 
open the storage ch 
don't have the memo, the 
pass code is one 
listed below. Try all three 
until you stu 


Use the computer in the Chemical 
Storage room to close some of the. 


fight ane. The center rack 
'eal the VP-017. 


storage racks and opan others. 


hes 


| | In Single Play mode, you might spot Yoko either in 
the B7F Experiment Room ог the B7F Chemical || 
Storage room, Shoot her on sight, because she as 
transformed into a zombie! 


MEO susy away со крађу пепе Room, 


ist around the first corner. Follow this route 
INTRODUCTION 


GAME BASICS: 


А 


а ; 


Ве caraful of zombies that might issue from the nearby Chemical Disposal 
Room. 


Inside the Chemical Disposal 
Room, a Red Herb sits atop 
some drum barrels. Across 
from the barrels is the dis- 
posal chamber. The UMB 
No3 sits on the floor inside 
the chamber, and a zombie 
protects the chemical 
against intruders like you. 
Arm yourself and enter the 
chamber. Attack the zombie 
until it falls, then grab the 
UMB №3 and run out. 


A AOMUNISTERING THE V-JOLT 


ice the VP-017 and the UMB No.3 are obtained by you ог 
by your team, trade items until one player character has both 
items in his or her inventory. Combine the two to create th 
V-Jolt. After stocking any other items or supplies you want 
from this level, head to the southern door in the South 
Passway and enter the Duct. s 


Knock down the zombie inside the 
destroyed chamber, then grab the 
UMB No3 and get out. Dontwaste 
ima trying to finish off the monster. 


SCENARIOS 
Паок 
Вази Раси Pont 


The Duct is а four-level room 
that stretches from B7F to 
ВАЕ Move to the large plant 
that is blocking access to the 
ladder and use the V-Jolt to 
kill № This allows access to 
the BEF level. Once you com- 
plete the objectives on BF, 
your team can proceed to the 
higher levels of the lab 


‘On the bottom level of the Duct is a 
wounded staf member who will 
give you a Shotgun. However, you. 
must have a First Aid Spray handy 
and give it to the man in exchange. | 


nd in front of the giant plant and "Usa" the V.Jolt 


DON'T PUNISH THE CHEMIST 


Player characters that climb through the vent in tie Linarda 
and land on ВВЕ find access to the upper levels blocked by 
an overgrown plant. Obtain 
the Valve Handle and use it to 
access the central chamber 
in the Security Center, Then 
-set about gathering chemi- 
cals and creating the V-Jolt 
— on the B7F level. Once the 
qplantis exterminated, use the 
lvesHandie-again to! raise 
ergengy fadder to 


The goal on BEF is ейһегіп open 

cess й 7Е orto raise tho 
adder in the Duct, depending on 
| haw far you aro into the scenario. 


"STANDARD VALVE HANDLE ACQUISITION 4 


BEF you wind up in, your first 
task is always the зате Нат 
for the Ѕоц Раз; 


level and obti 


The Frozen Wrench allows you to 
 obtait tho Valve Handle without 
finging yourself at the walls. 


Usesthe Handgun SG, also 
available in this corridor, to 


zo M 


|“ overflowing sink. Search the room for othêf items and then 


return to the Security Center. 


‘Only Alyssa, using her Pick 
сап open th last locker in t 
dividing wal of the Break 


Room. The locker contains a Shotgun. 


Dunking the Frozen Wrench in the 
sink makes the item usable on the 
wall panel in the Security Center 


Use the thawed Wrench to open the wall panel near the 
south door in the Security Center. Behind the panel is the 
Valve Handle. The Valve Handle can be used to open the 
central door in the Security Center. This small chamber con- 
tains a box of Handgun Rounds and a ladder that may be 
used to access B7F below. If you've already completed the 
tasks on B7F and killed the giant plant, then return to the 
Duct and use the Valve Handle to access BSF. 


Use the Wrench to open the wall 
panel and takê the Valve Handle, 


the Valve Handle to open the 
canter door in thésoom. 


The LabOPaOry Sketch can be ида on th 
ed onthe northeast angled wll he Securit 
obtained hora oron BYE 1 


sali marker board mount 
Center The map can be 


In Network Play, the person who used the Valve 
Handle to open the hatch in the Security Center | 
must continue to carry it while the other teammates 
collect the chemicals required to make the V-Jolt 
on B7F. 


In Single Play mode, it will 
be extremely difficult to jug- 
|| gle the Мам Handle and 
the two V-Jolt chemicals, 
along with your required 
|| weapons and ammo. To 
avoid inventory problems, use the Valve Handle to 
open the door in the Security Center on BBF, and 
then head to the Duct at the south end of the same 
level. The platform sports a Typewriter, and а pack 

of Handgun Rounds lies on the platform near the | 
ladder. Swap the Valve Handle for the bullets, leav- | 
ing the Valve Handle on the platform near the lad- 
der. This way, you'll find it extremely easy to lower 
|| the ladder from above once you've been to B7F and 
exterminated the overgrown plant. 


By inputting pass codes into the console in the BEF 
Security Center, you can open two doors elsewhere | | 


inthe lab. Before doing this, gmr эй 
bear іп mind that you will 
score higher by using the 


Lab Cardkey located in the 
| B4F Turn Table room to open 
these doors instead. 


GAME BASICS: 


The pass codes are ran- 
domly generated for each game, so try all of the 
codes for each door unti it opens. su 


Once the oversized plant in the duct has been éradi¢ated, use 
the Valve Handle to lower the ladder from above, You Tay RECOVERY IE 
then access the upper levels of the laboratory, and finally 
secure an escape route. 


SCENARIOS 
Олум 

Вали илне Pr 
Теме 

Hause 

Dromo Diss 
‘NETWORK 


E^ op 


SPECIAL ITEMS 


Moving on tothe second half of tho scenario. 
0 


Staff Memo | 


Green Herb | 
Monthly Pass Code 
Shotgun 


Magnum Handgun* 
Blu 


Handgun Rounds 
fron Pipe 
Shotgun Rounds 
Lab Cardkey 
Turn Table Key 
Blue Horb 
Green Herb 
Maintenance Workers Diary 
Yellow Chemical Bottle 
First id Spray 


Subject ol Important Experiment | | 


Grey Chemical Bottie 
Hand Burner 


Laboratory 
Upper Levels 


First Aid Spray 
Shotgun Rounds. 


Handgun Rounds: 


‘Computer Room using | 
either the pass code 
‘input terminalin the 
ВЕ Security Genter or | 
tho Bed Card Key. 
found inthe BAF Torn 
Table room. 


UP Procure the Hand 


Burar inho B&F 
(Culture Room. 


(P Registr as a 
“guest” at tho com: 
ltr console in the 
back ofthe BSF 
Computer Room, 


Use the Hand Bumerto 
thaw the lever of he 


tho BAF Passway of East 


Area using either the. 
pass Code put term- 


nii EE 
Card 


Tanta rem 


sequence. 
Тит Tale roam unt 


the countdown lapsas. | 


E sft ofthe door to 


ck the BEF 


| otare Roe. 


Defeat ihe 6 Mutant 
to completo the 


| 


nl 
EU A + 
THE MONTHLY PASS CODE 


the ladder to BSF and enter the door дп the platform. 
Collect the Green Herb just inside the entrance. A litte further | 
down the short passage is a сгам/срасе. Search the floor to the 
left ofthe crawlspace entrance 
to find the Monthly Pass Code 
file, which contains two ran- 
domly chosen pass codes. 
When these pass codes are 
input into the console in the 


B6F Security Center, the BSF 


Tha wounded young man is holding a powerful weapon, but he will only 
Computer Room will unlock and occi 


n Nantel mode and greet : 
аи | the shutter in the ВАР Passway 


таг rom the grand level hole. | of East Area will open, UMEN fas. tho E 
Cardkey or you have input 
, the pass codes for the com- 
puter room door, do not both- 
er opening the 7-3 shutter. 
Once the shutter door opens, 
Moth Larvae drop from the 
ceiling. Use a Survival Knife 


Move bohind Moth Larvae to avoid 


The pass codes represent one of two possible or step on the Larvae to kill | taking damage, and quickly squash 
methods to open these two areas, Another way to tham without wasting bullets, |. ^e e rostri yo bl 4 
open them is to procure the Lab Cardkey from the 

Turn Table room on BAF, then swipe the card at the Swipe the Lab Cardkey at the panel near the door if needed, 


panel next to both locations. You will gain greater and then enter the Computer Room. A box of Handgun Rounds 


Completion Ratio and ranking points if you open the lies on the ground just a few. 
doors via use of the Lab Cardkey. Decide оп one feetinside the door to ће left. / 7 


А Green Herb and Blue Herb 
rest on the floor ngarthe large 
cocoon. Use thé computer in 
the back to fegister as a 
guest. Thís"&ction allows you 
to access the ВАР Culture 
НТ | ноо а alt time. 


method or the other, and act accordingly. 


‘After inputting the codes or 
— obtaining the Lab Cardkey, 


e Emergency 
ge. At the northeast 
lof this narrow hall is a 


guarded by a zombie. | 
left of the north crawl- D H 


Avoid taking the recovery items in the Computer 
Room unless you absolutely need them, because 
they may come in handy during a certain odd situa- 
tion that might occur later. 


* 


ето concerning registra- | "9 t^? 


tion in the computer room: 


DE ФАЙ VIE 


Sa playing as Yoko, speak to this _ 
tain a 


um Handgun. In Easy difficulty 


If you are playing as Yoko, there is no need to regis- 
teratthe computer. You will be able to gain access to 
the Culture Room as soon as the shutter door is open. 
Yoko is the only character who can skip this task 


‘Climb the ladder in the Duct to the top level; and enter th 
door. At the north end of the Passway of West Area, an fron 

іре lies on the ground. Handgun Rounds almost hide on the 
misty floor to the right of the exit door. 


BiF is populsted with орел monsters. No wermes athe mome. 
bot lata 


Go through the door into the Main Shaft, where в Giant Moth 
flies freely іп the open air chamber, Dash quickly into the 
safety of the central enclosed area, where you'll find some 
Shotgun Rounds: Otherwise, you may suffer damage and poi- 
soning fram the attacks of the Giant Moth. Killing the Giant 
Moth is a possibility, but due to the expense of ammunition 
wolved, it is not worth the effort. The creature has far too 
much mobility in the immense shaft to allow for proper aim 
ing. Whenever you must Gross this area, run-to the safety of 
the gentral enclosure, angfthen make haste to your destina- 
tion when the route fetar. 


"Avoid poisoning Родић Giant 
Morns pollen by staying bf the 
connecting bridges. 4 


онин 


For ease of navigation, there are lights over the 
doorways inside the enclosed central area of the 


Wait inside the central area and 
shoot the Moth until it leaves the 
bridge that you want to travel. 


shaft. The white-lit platform leads to the Turn Table, 
|| the red-lit walkway leads to the West Area pas- 

sage, and lit passage leads to the East 

Area and the / Temperature Experiment Room. 


When a single player char- 
acter crosses through the 
Main Shaft area, there is a 
possibility of triggering a 
rare event where the Giant 
Moth carries off the person. 
The player character that is 
abducted is taken to the BSF 

Computer Room and temporarily imprisoned in a 
cocoon. By rapidly pressing the D-pad or moving the 
Left Analog Stick; the player character can break 
free, However, POISON status will be inflicted on the 
character, There is a Blue Herb available in the BSF 
Computer Room for just this reason. 


INTRODUCTI 


GAME y 


3 


Triggering this rare event adds an additional item to 


the Event Checklist, and that means extra points for CHARACTERS 
all players, The conditions for the occurrence of 

this event are different for 

Network Play and Single 

Play modes. Additionally, in MONSTERS 


Single Play mode it is possi 

ble for an АРС to be 

abducted by the Giant Moth М 
using the Single Play 

Conditions listed below: 


y 


NETWORK MODE CONDITIONS OF OCCURRENCE: | 
GIANT MOTH ATTACK Жо А, 


The event itself has not occurred already (only occurs once). 


The Giant Moth is not dead. s 


Demo event, “Use handy burner” has not yet occurred. 
The Lab Cardkey was used to unlock the BSF Computer Room! 
door. A randomly chosen amount of time begins to elapse. 


A player character is in the Main Shaft area when the d 
fixed time elapses. 


шат 


The first player character that entered the Main Shaft SCENARIOS 


before time elapsed is the one carried off 


The time that elapses is chosen randomly at the start of 
the scenario from the following Variables: 1, 3, 3, 4, 5, 6, 6 

and 7 minutes. There is an equal chance that the time will 
be 3 minutes, 6 minutes, or one of the other four variables. 


SINGLE PLAY MODE CONDITIONS OF OCCURRENCE: 
GIANT MOTH ATTACK 


The event itself has not occurred already (only occurs once). 
The Giant Moth is not dead. 


$ в в SHH 


SPECIAL ITEMS 
Demo event “Use handy burner” has not yet occurred. Е 


After completing the fingerprint registration in the BSF 
Computer Room, reach the Main Shaft before 2 minutes 
elapses. If you are still in the Main Shaft when the time 
expires, the event occurs 


When the 2-minute time elapses, if the player character is 
inside the B5F Computer Room and meanwhile an AIPC is 
her the BAF "Turn Table," "Main Shaft,” "BAF 
Passway of East Area,” or "B4F Low Temperature. 
Experiment Room," then the Moth carries the AIPC back 
to the Computer Воот. 


RS 


ж 


Аф A player character will be in poison condition following 
this event. An AIPC will not be poisoned. 


FORCING THE AIPC ABDUCTION d 

The possibilty of an AIPC triggering this event will be 
greater if you leave an AIPC in the Main Shaft, fight- 
ing the Giant Moth, while you run back to the BSF 
Computer Room and register your fingerprint. Waste 


time in the room for 2 minutes afterward, and there is 
a greater possibility the abduction event will occur. 


From the Main Shaft, head along the path lit’by whit 
to the Turn Table room. A few zombies wait to greet Your 
group here, and there is а Green Herb and Handgun Rounds 
near the claw-marked door. On the south side of the locomo- 
tive engine is a Blue Herb, handy in case the Giant Moth in 
the shaft poisons anyone. On the north side of the train car is 
the Lab Cardkey, which opens the doors to the B4F Culture 
Room as well as the BSF Computer Room. 


to the narrow sections of 
the Turn Table room to avoid boing 
surrounded, 


In terms of Event Checklist comple- 
tion and points earned, using the 
Lab Cardkey is worth more than 
using tha codes. 


DON'T BURDEN YOURSELF 
WITH THE TURN TABLE KEY 


On the floor near the northeast control panel is the 
Tum Table Key. However, the item is useless until 
you thaw out B4F from the Low Temperature 
Experiment Room. Leave the key on the floor for 
now, and return to this room once you've accom- 
plished the other objectives: 


path tothe 
Area. Just inside the door on the left yoglf find! the 
tenance Worker's Diary. If you used the fass co 
the nearby shutter door should already be о 
the Lab Cardkey on thespanel to 
open the замеса you regis- 


E can Skip the step of registering 

in the BSF Computer Room and 
рей fhe door merely by access- 
ing the console here. 


You must be registered in the 
system to unlock the door from 
this console 


pick up the Grey Chemical le or Yellow Chem Bottle 


found in this room, Check the west edge of the desk around 
the corner from the entrance to find the Subject of Important 
Experiment file. The Hand Burner lies on the ground beyond 
a corpse. The zombie will rise and attack just a short time 
after the room is entered. 


Nu 2» 
f Say og 
Wait until the zombie playing possum on the Поог rises before going for the 
Hand Burner. This way, the creature is lass likely to comer you 


Exit the Culture Room and 
head to the door at the oppo- 
site end of the East Area 
Passway. Move to the north- 
east portion of the room and 
use the Hand Burner to thaw 
the technician's hand, which 
is frozen to the lever that con- 


M Raising the temperature in BAF 
trols the ventilation system. 


‘opens the escape Toute, butaddi- |= 
tional dangers also gasui. 


The items іп the Low Temperature Ехрепте 
more visible once the Hand Виглег 8 080. There is a 


dropped in the no 
corner of th& 


ight 15 a Broken 
David can get this 


FEAR. LES pring again i he 


Parts. No байт sholgun— sor. 


Wi ü wait TOF the count- 
down to finish in ffe Turn Table 
Throughout the stage, you've probably noticed the ‘room, Zombies and Hunters 
presence of frozen humanoid monsters in various will enter the room continu- 
corridors. Now that the mem f ously. To conserve ammo and 
level is being thawed out, health, hide yourself by climb- 
the Hunters will break free | ing onto the rear platform of 
of their icy confinement and № the locomotive. The enemies "nse Pay mage your АРС» 


will not find you there. will not kely climb onto the ear | GAME BASICS 
platform of th locomotive with you 4 


INTRODUCTIO 


CHARACTERS. 


MONSTERS 


In Single Play mode, you must prot м Stand near the Тот Table 
entrance and blas 


RECOVERY ITEMS 


KEY ITEMS 


е control pan&be 
room for 3 minutes Тог th 


SCENARIOS — 
‘mo 


Sequence, run directly to t 
can. If you dort make it int 
SPECIAL ITEMS. 


couecno 


Left behind to die. Since missing 
Checklist this death must be 
Completion Ratio for the зсепайй 


PHYSICAL STRENGTH POINTS: G-M ГРнувісас STRENGTH Points: 
| 6-Митамт Емвауо (МЕТ or SINGLE) 
Network Normal 


‚50-100 
120-200 
POWER OF Arracks: 6-Митамт EMBRYO. 
ATTACK EASY NORM — HARD — VMARD 
Single Play Very Hard 5000 | FyingAnack, Shock 30:70 — 89-180 0110 о | 
POWER оғ Arracks: G-Murant ADULT 
EASY NORM — HARD — VHARD 
Egg Explosion (Radius) 80-110 90-130 100-150 _ 110-170 
Bash п’ Thrash Attack 300 500 500 700 


The G-Mutant can be defeated with virtually any weapons, but you can also use the locomotive to crush 

the monster when it is on the tracks. After arriving at the Marshaling Yard, get a head start by running 

toward the enclosed portion of the area. Soon, an event depicts the G-Mutant entering the yard. After this 
event, continue running into the enclosed area, where numerous supplies aro 
provided to aid in the battle. You'll find 2 First Aid Sprays, Handgun Rounds, and 
Shotgun Rounds 
Stand in the center of the enclosed area and blast at the G-Mutant from a distance. The idea isto lure the 
monster in front of the locomotive, onto the tracks. Small embryos drop from the giant mutant, and they will 
attach themselves to your character, causing several hits of damage. Although these creatures are easy to 
step on and squash, it is not wise to try and holster your weapon during this 
intense battle. Blast one or more of these crestures'As they scuttle up to your 
feet, and return to firing at the G-Mutant as soon as possible. 

When the G-Mutant starts moving onto the tracks in front of the locorfotivejinavigate around it. Move in a 

wide circle to avoid its arm swing attacks. Run to the end of the south side of the locomotive, and use the 

‚control pangktoslaunch the locomotive. The train car rolls forward and бск the G-Mutant to the ground, 

| СНОО immense damsyaro the monster. 

However, just one ofthese attacks is not enoughito win the battle. Once Sed, the locomotive takes about one 

Tult итело гёзет. you flip Malaya, advance, the locomotive will mo¥@again as soon as its ready. After 
flipping the site run back into the enclosed area and bait the G-Mutant into staying on the tracks, If you 
Tun out of ammunition, just keep running around the creature in а circle and try to avoid attacks from its 
Diy? nol айд; jai monster with melee weapons or tackle attacks, because you may take damage. 
hen ша ейдз оп йш hackside explode. When the locomotive starts to вом forward again, run to the side of 
Hip oncoming ear Ив! оу the G-Mutant to take the full brunt of the blaw. Avoid being hit by the locomotive, 
огаш character il ier massive, nearly fatal damage. Repeat this strategy Util the monstrosity falls. To 


аш (СІП Мей se ПП With а "No Weapon” bonus, diy use the locomotive to defeat the G-Mutant. 


BEFORE ARRIVING ША TIME” 


the Ti le Key is successfully used to engage the 

escape sequence, you must make it to the Turn Table Room 

| Ej Unlocked the locke chick _ == on B4F before three minutes elapses. If you do not make it in 
JH Thawed frozen wrench. i time, a special scene occurs and your character You 
_ 8 Used wrench to open panel. | must accomplish this death at least once to acquire all 100% 


10 Used valve handle to open door to of the Completion Ratio for “Below Freezing Point.” 
_Ш Watched demo “Us 


10 Watched demo "Use V-JOLT on 
ОШ Watched demo "Monica runs ofl” _ 
| Watched demo “Giant moth 
| 81 Watched demo “Deserted in the computer room” — 7 9 | — in. Zombies continual 
1 Operet tie computar oon done Wh a ене barge into certain rooms as long as you remain there, inclu 
ing key locations such as the B7F Chemical Storage, the B6F 
Break Room, and the B7F Chemical Disposal Room. 
Hunters will break free of their icy confinement sooner, e 
= before you have used the Hand Burner to thaw the lever i 
Se the Low Temperature Experiment Room. A Licker appears in 
TH Watered demo "Петена masse 7 the BSF Passway of Area C. The creature is permanent, and 
may revive several times. 


The G-Mutant is harder to kill. In Network Mode, up to fiv ч. 
locomotive collisions may be required to defeat it Withoi 

use of a weapon. In Very Hard mode, the locomotive. does 
even less damage per attack, rendering this method обе 
attack almost useless. + 


-JOLT USE 


ЕТЕ МА. the overgrown ж... Duct 
from either the bottom B7F level or from the platform at the 
4 B6F level. Therefore, during one play-through as a character 

that drops to BAF from the Lift 

area (Kevin, George, David or 

Cindy), return to B6F via the 

ladder in.the Security Room 

and apply the V-Jolt to the 

plant in the Duct from the BOF 

platform. Тһе cinema where 

the plant dies is different. 


3 
X 


NORMAL DIFFICULTY 


Еа война — — —] 


[ [d Card Key Level” | 
‘Fist Aid Spray = 

[6] Green Herb 

[E] Handgun Rounds - zl 

EE ннан 


"Procure the Handgun 
from tha lockar in 
Ноот 302. 


ie Loeches on he 
elevator control panel 
in tha EV Control 
‚Room, and entor he 
Dass codes to enable 
Фе elevator far floors 
B2F and бе Rooftop. 


Lower the tempera- 
ture and obtain tha. 
Card Key Level 
from the de 


controlled chamber. 


The scenario begins with all of the player characters gathered in 
Room,01 of the Raccoon Hospital, Between the two beds on the 


‘Approach the barri- 
‘ead in the Nurse 

Cantor, and Ниса 

өші reconnect the 

power supply. 


Rida the elevator 
1082 


Use the Card Key 
tovel? to unlock the 
south door in tha B2F 
Passway. 


"Ride the elevator ‘Obtain the Part of YE Ride the elevator to 
wir Memo file in tho BIF 

fico, which con 

tains the Carmine 

Code modifier. 


nto the Fwod, Use a Blood Infusion KY Raise the tempera- 
Temperature Pack to bait the ture to kil the Leech 
Experiment Room Leech Manintothe | | Man. 

and Waituntihtho tomperature-con 

Leech Man appears. | trolled chamber. 


Obtain the Card Key 
Level 1 from tho desk 
inthe Examination 
Room on ТЕ 


WALKTHROUGH 


south wall is a nurse's callbuttofî Press tffe button to gain a few 


'ranking points, even though you're just out of the Starting 
‘gate. Head toward the door.aFthe room util a doctor named Hürsh 
enters: Once the doctor leaves, followfhim to the hallway. 


"Press the nurse сай button for 


dew Completion Ratio points. 


Hursh is опо nervous cat. 


ж. 
3 


MONSTERS 


Stick. At the foot of the east 

is the Male Nurse's 

|: This type of file is a 
physical object that takes up 
an item space. However, 
once you've taken the diary, Ё 
its contents are added to your 
File menu and you no longer 
have to keep the object. 


Procurement of the Male Nurse's 
Diary is an йет on your Event 
Checklist, so ba sure to pick up this 
апд all fles each time you play the 
scenario, 


A Crutch stands beside the lockers in the northeast corner of 
the room. Take this melee weapon and equip it, because it 
will be needed shortly. Open 
th@Mocker and collect the 
Handgün located inside. 
Taking the Handgun triggers 
the appearance of the Leech 
Man. Swing the Crutch to 
bash the Leech Man out of 
your path, and try to slip out 
of the room while the crea- 
ture staggers backward. 


Don't ty to kil the Leach Man. 
Strike it with a melee weapon to 


THE LEECH MAN PROBLEM 


The Leech Man is a horrific creature that will follow. 
you from room to room, using the air ducts in the 
hospital for transport. If you 

remain in any room for too 

long, the Leech Man will 
drop out of the ventilation 
system and attack. The Joud 
clatter of a metal vent cover 
hitting the floor signals the 
monster's entranci 


B 
The Leach Man's nts 


In this walkthrough, we will describe how to defeat 
the Leech Man quickly without using weapons. The 
method involves proceeding to the Fixed Temperature. 
Experiment Room on level B2F as quickly as possible. 
Your goal is to destroy the creature in extreme heat. In 3 
the process of following this walkthrough, we will skip 

a step or two that a player might normally take without 

the benefit of a strategy guide. 


After triggering the appearance of the-Leech Maft.infloom 
302, enter the Nurse Center across from the inoperative"ele- 
vator at the north end of the 3F Passway. The Repair Work 
Memo is on the desk near the doofgnd the Hospital Interior 
Sketch is in the sink by the window. Memorize this sketch to 
obtain а map of the hospital. 


If you dre playing as George in Single Play mode, Нога no map to obtei 
because George is already familiar with the hospita 


Move toWard the barrica 
'ected-across the center of 
the room to trigger a scene 
involying Hursh. During the 
зсейе, the doctor restores 
fier to the hospital eleva- 
T. You now have access to 
levels 1F through ЗЕ and level 
BIF. 


Poor Hursh. Like most NPCs in 
Resident Evil, ho fulfils his Мез 


a 


purpose and then meets with a 
nasty fate. 


МР USING BLOOD PACKS "is. 


notall, of the hospitals levels. In order to access all theflgv- 

Is, including B2F where the Fixed Temperature Experiment 

eech in the south area, which will leap up to | Воот is located, you must determine the security codes for 

attack your character. the elevator. The security code that enables the Rooftop level 
ез infected with the T- is always the same code, However, the security code for 

E inflict BLEED status level B2F is randomly chosen from three four-digit numbers. 
only one attack, so either 

jeer clear of these slow lit 


To determine what today's code is, ride the elevator to level 
ТЕ Search the Doctor Station for a Blue Herb near the exit, an 
und НО tan ping them. Anti Virus (Large) on the central desk, and Handgun Rounds 
A First Aid Stay sil on the in the open locker at the top of the room. Deal with the doctor 
lindowsill nest а. south: zombie in this room as best you can, then exit to the Office. 


‘west corner of the room. 


low unarmed attack against them. 


Find the blood temperature regulation device on the west wall 
in the south part-of the nurse center, and open the drawer, 
Take one or both of the 2 Blood Infusion Packs in the blood 
regulator. Whenever you “Place” a Blood Infusion Pack, your 
character will spill a small puddle of blood on the floor, If the 
Leech Man is present in the room, the creature will become 
distracted by the blood and ignore all player characters or 
AIPCs in the room. The Leech Man will bend down to the floor 
and lap up the blood for a full minute. Thus, the Blood Infusion 
Packs can be used to distract 
the Leech Man while you grab 
any items or supplies from the 
room, complete any objec- 
tives, and escape. However, 
once the Leech Man has 
lapped up all the blood on the 


Blast your way through the Doctor Station to reach the Office next door. 


There is a file titled "Part of Memo" on the northeast corner of 
foo, he wil resume chasing | {he canal тане inthe Oc, near the enanos from the 
loctors Station. This is a fragment of the full document 

onl aiden aanst hg hagor | YOUL ANd your partners. regarding the “red chemical code,” also known as the 2 

= "Carmine Code," The other portion of the document is located SL 

in the Nurse Station on 2F. However, you only need the Part of 0250 

Memo file in order to proceed. The Part of Memo file contains ДЕ 

a modifier for the Carmine Code, randomly 42345, +4105, or MESS 

+7001. This number must be Гат 

= у N added to the Carmine Code to 
ISE В A determine the security pass 

code that enables the eleva- 

tor to travel to В2Е For the 

purposes of eradicating the 

Leech Man more quickly and 

directly, we can tell you that 

the Carmine Code is 1210. Add | Ле rem rig) ea lie 

the modifier to 1210, and | essenltedetermning te 

А 3 Eer secoriy code 
you've determined the eleva- 
tor pass code for the day. 


| |. Carry at least one Blood Infusion Pack at all times 
until the Leech Man dilemma is resolved, and use it 
only in emergencies. If possible, grab only one 
Blood Infusion Pack from the Nurse Center and try 
not to use it until you reach the EV Control Room on 
ВТЕ. Be mindful that there are only 6 Blood Infusion 
Packs available in the hospital. If you use them all 
before luring the Leech Man into the B2F Fixed 
Temperature Experiment Room, you won't be able | | 
to finish the scenario! 


COLLECT 


camera angles, the 
central table. If you feel confident enough to brave the blood- 
suckers, search the room for items. There are two drawers оп 
thesnorth wall. Anyone can open the right-hand drawer to find 
a Recovery Medicine. But only Alyssa with her Picking Tool 
сап open the left-hand drawer to obtain a Recovery Medicine 


(Large). A First Aid Spray sits on top of the south file cabinets, 
and а Scrub Brush stands beside the south exit. 


Only Alyssa can орай йе locked 
drawer on the north Wall 


‘Additional recovery items are in the 
Hal beyond the Office, in case thoy 
are needed. 


NABLING:RDOFTOP AND В?РАОФЕВ 


Ride the elevator from the Doctor Station down tô. BY The 
door across from the elevator leads to the Reffosipg Ram, 
where you may use.a Typewriter to pause your game in 
Single Play mode, A Serub Brush lies on the ground near the 
sink, and a First Aid Spray is hidden behind the cart on the 
south side of the coroner's table. 


А Blue Herb sits on the cart at the 
north end of the BIF Passway. The 
‘door at th south end requiras the 
Card Key Level 1 to open. 


A Scrub Brush los on the floor just 
viow near this sink inthe 
Reposing Room. 


Once you've obtained all the items you desire, enter the middle 
door in the ВЕ Passway. Move to the control panel in the EV 
¿Control Room and knock the Leeches off of the panel. The best 


in а single stroke using a. 
Scrub Brush. By the time you 
remove the Leeches fromáhe 
panel, the Leech Man may 
enter the fem. If so, move 
away from the control panel 
and drop а Blood Infusion 
Pack on the:floor to distract 
him, Then quickly return to the 
panel and input the codes. 


"Bring a Blood Infusion Pack to he 
EV Control Room; the Leach Man 
appears in this room very quickly 
and makes it nearly impossible to 
input tho elevator codes. 


11 
Yécovery items in the room 


Use a Scrub Brush to knock all the Leeches off the control console with a 
single sweep, 


Due to the random choice of cod&modifier every time this 


scenario is played, the code will be ane of the three listed 
below. You may also enter the code 1930 to gaigfele 
access to the Rooftop, If 


you've finished inputting the 
codes and the Leech Man is 
still distracted by spilled 
blood, then pick up the 
¿Setting Manual next to the 
jontrol panel and the two 


Input the elevator securietodes fa 
‘enable access to B2F andthe 
Rooftop. 


before exiting with extreme 
haste, 


36 | se 


> 


Board the elevator and ride downto level B2F Enténthe door 
directly across the B2F Passway. The Reseatcler's Diary is 
on the table across from the entrance, and the Investigation 
Request is on thgitable near the sgutiedoor. These are both 
inventory slot fs, and they are bath worth Completion Ratio 
points, Pick up the files, and Шұ exchange them for other 
items as soon as possible. If 
you have run out of diversions 
to entertain the Leech Mage 
you will find one last Bigod 
Infusion Pack in the гедија- 
tion device next to the south 
exit. Take it and proceed 
into the Fixed Temperature 
Experiment Room. 


Grab the Blood Infusion Pack from 
the regulator devico and quickly 
enter the door inthe south wall. 


fis Of the table 

po console. 

jtif needed, because you 

е able to move quickly 

ine the controls to see 
Ғатйопго yourself with 

| Tenperaure Experiment Room con- 


trols as you watt for the Leech Man 
to appear, 


Stand near the:controls and wait until the Leech Man drops 
through the vent. Then quickly run through the door to the 
connecting room and spill a 
Blood Infusion Pack on the 
floor. The Leech Man opens 
the door and begins to lap up 
the blood in the controlled 
temperature room. Once the 
creature is inside the room, 
escape out to the safe cham- 
ber and set the controls to 
“High.” The Leeches cover- 
ing the Leech Man die in the 
intense heat. 


Bait the Leach Man into the tem- 
perature-coniralled chamber by 
‘placing a Blood Infusion Pack on 
the floor. Then quickly run back to 
the console in the other room and. 
set tho controls to “High.” 


Afterward, set the tempera- 
ture controls to “Low” and 


el е room. Search the 
Tot ol dead man's body 
to find the Gard Key Level 2. If 


you are cüfious, check the 
upper torso of the body to 
determine the Leech Man's 

27 Basure to set the temperature to 


"low," ог you won't be able to 
obtain the Card Key. 


During Single Play Mode, if any of your AIPCs die, 
they will transform into another Leech Man! You 
cannotkill a second Leech Man inthe same manner 
as the first. Be sure to keep your partners healthy 
until the end of the scenario! 


-= 


m the ceiling and the zom- 
bie playing possum on the 
ground. A Crutch hides around 
the corner, in front of the 
garbage,-and the Card Memo 
is posted on the wall next to 
the south door. Swipe the Card 
Key Level 2 at the panel next 
to the door to cancel the lock. 


Ве careful of the permanent zombie 
| hanging out near the south door in 
the B2F Passway. 


El 


In the Underpass Entrance, you'll find а boat chained to the 
post at the south end of the room. The boat is your way out — g 
of the hospital, but you must find the key to unlock the chain. 
Either load up with the First Aid Spray, Green Herb and 
Handgun Rounds here, or leave these items until later, after 
you've procured the right key. 


RECOVERY ITE 


KEV ITE 


SCENARIOS 


Your ride to freedom is chained up. Tim to find the kay for tho padlock. _| МОВА 
— =ч 


Now that the Leech Man won't be a nuisance, at least fora 
while, you are free to explore the rest of the hospital, gather 
items and supplies, and prepare 10 conclude the scenario; 
This walkthrough will guide you through some optional tasks, 
and then move on to the procurement of the last two key 
items and the completion of the scenario, 


Жағы . 


B ROOFTORSURVIVOR "is. 


"you entered the passcode "0930" at console in’the EV - 
© Control Room, you may ride the elevator to the Rooftop. 
While avoiding the Crows haunting this spectacular outdoor 
scene, check the barrels near the elevator doors to find 
Handgun Rounds. In the northeast corner of the roof, a police 
officer has collapsed. Speak to this character to determine if 
he will help you. If you are playing as Kevin or Cindy, the 
policeman will drop Handgun Rounds and a Sub 
Machinegun. This fully automatic rifle can be reloaded with. 
Handgun Rounds, making it the perfect weapon to use 
againstthe upcoming boss monster. 


Tha dying officer leaves behind an 
inheritance, but only to Kevin or 
Cindy. 


SECOND.FLOOR SUPPLIES 
AND DANGERS 


Ride the elevator to 2F, and check the Passway ånd Room 202 
for recovery items if needed. In the Nurse Station on the west 
side of the building, examination of the lighted cabinet causes 
Leeches to leap through the glass panes. The character 
examining this cabinet is damaged slightly and automatically 
afflicted with BLEED status. 
Following this event you may 
examine the cabinet again to 
find the Chemical Code 
Message. But since this walk- 
through has already 
explained how to derive the 
ator passcode, this extra 
damage is unnecessary. 


Dur walkthrough guides you to 
‘avoid this іше trap. 


еск the lower cabinets 
Bear the entrance of the 
Nurse Station to find a 
Handgun. Search the chair 
across from the blood regula- 
tion device to, find Handgun 
- Rounds. Three Blood 
Infusion Packs lie cooling in 
һе regulator, in case another 
Leech Man pops up later. 


I you are in BLEED status, examina 
the machinery at the south end of 
Фе room to cure yourself 


шайы ыз % Е 
FIRST FLOOR SHUTTER GATES: = / 


From 2F descend the stairs to_ 
the level below. Look for aff 
Iron Pipe amid the junk below 
the stairs in the ТЕ Passway, 
Enter the door marked “Night 
Reception.” 


Near the entrance, Mark can 
find the Security Guard 
Manual. Only Mark will locate 
this item, and since it counts in your Event u; 
play this scenario as the robust night масћта 81625: once. 
Use the controls on the front counter to powerthe switches for 
two shutters on ТЕ In the back of this blazing room, you'll find 
helpless victim and the Burst Handgun. This weapon loads 20 
shots in the magazine and fires thre& bullets per attack. 


The controls to power the shutter 
are inside the Night Rökeption room, 


Search the counter near the 

entrance to find a control switch for 
the security shutters on this floor 
Pressing the switch allows you to 
‘open both shutter gates 


While the Burst Handgun is mare 
affective than a common pistol, it 
сап also bo a severe drain on your 
ammunition supplies. 


Exit the Night Reception room and press the switch-at-the 
bottom of the stairs to open the shutter gate. This allows: 
access to the Hall at the front of the hospital, where several 
recovery herbs are located. On the south side Of the Hall is 
another Shutter gate, which you may open to gain-access to 
the Central Waiting Room. 


реп ће shutter barring the south door in the Hal, and enter he Coral 
Waiting Room 


| here to recover if 
—tieeded. At the back of the 
ага is a zombie behind a 
clüsed gate. There is no way 

en the shutter or kill the 


move on. 


The Zombie Dog is best desit with 
using a Handgun. When the beast 
falls. stand over п and finish it aft. 


There are Several zombie traps awaiting you in the 
Examination Room. For instance, the Card Key Level 1 is on 
the desk against the north wall. However, the hospital staff 
member collapsed on the desk will rise up and attack you 
when 15 seconds have expired from the time the first player. 
character enters the room. 


Grab the Card Key Level 1 ang got away, before the zombie wakes from its nap. 


Also#When you approach the northwest door, a zombie 
smash@s through the window and attempts to grab your 
€ character. The best method to avoid this surprise attack is to 
Lm fowly around the lower 
dge of the room divider 
ile moving toward the 
Use the recovery items 
in Wis room, if needed, to 
ate from these sur- 
icounters. z 


Watch out forthe zombie who leans 
through the window to grab ап 
unsuspecting victim. 


The location of the Level 1 Card Key is not fixed in 
Network Play mode. Possible locations for this 
important item include the Examination Room or the 
Treatment Е the Nurse 2F or 
the B2F Lal P» ob 


Southeast of the Examination Room is the Treatment Room, 
where'a Typewriter can be used in Single Play node to Stop 
your game for a while, A Hemostat lies on the bed. Someone 
playing as George can locate 
an additional 4 Recovery 
Medicine Bases in the cabi- 
nets on the southeast wall. 
George can mix these items 
using his Medical Set to cre- 
ate four Recovery Medicines. 
Either hand these out to your 
teammates; orek WE up Recovery Medicine Base етіп 

in a single item slot using the | the cabinets of the Treatment Room. 

“Combine” command: = 


Only George can locate the 4 


A Scrub Brush leans against the wall inside the Locker Room 
just north of the Examination Room. In the first locker from 
the right on the east wall, you'll find a Red Herb. The next 
locker is for hiding. Handgun Rounds lie in the third locker, 
along with a zombie nurse. Alyssa can use her Picking Tool 
on the final locker in order to obtain a Handgun Magazine 
This handy clip can be used to reload your sidearm:more 
quickly in the heat of battle, but itis not compatible with the 
Burst Handgun, 


RECOVERY IT 


Key Е 


SCENARIOS. 
Оле 
Васи ано Pon 
тини 
Наше. 


v JUNDERPASS 
ENTRANCE 


Raccoon Hospital 
(List 2 of 2) 


"Unlock the south 

door in the BIF from the Waste 
Passway using the | | Liquid Disposal 
Card Key Level 1. Room. 


lock from the boat іп 
the йиз 
Entrance. 


Rida the boat to the 
end ofthe underpass. | Leech. 


Wade through the 
water to the south 
end ofthe underpass 
to complete та. 


‚ WALKTHROUGH 
ROOM OFLIQUID WASTE 


Ride the elevator to BIF and use the Card Key Level te open 
the:south door in the Passway. Use caution as:you ргобвей 
through the South Passway, because a zombie doctor just 
around the corner will 
TENGAS soon as you make 
the first а. Another zombie 
idly waits mgr the location of 
the Iron Pipe by the furnace; 


Contigue through the South 
SÉwaysimto the Waste 
« 11800 Disposal. Room, and 
омер your character's left 
tg find a Green Heth, Squash 
the Leech near the barrels; so 
- "lit it does not follow you to 
ї@агеа below. Descend the 
Stir and shoot the Leech 
font in the water, if itis 
within ps Wade through 
the wafêr to the section under 
the platform, amé-hop out into 
the small storage área. 


You must fight to obtain the Iron 
Pipe near the furnace, 


пове һе Leech in the water before 
hopping in. 


/ = 


= glittering on the groundinder the Өй 

ем оп the ground becomes active When. 
you try to go for the ifm. Move to the key's position, but then 
turn around and attack the zombie on the ground as soon as 
it becomes active. Once the zombie suffers enoughdamage торут 
to enter fainting mode, quickly grab the Chain Key and get 
out of there before the monster attacks again. 


GAME BASICS: 


When the zombig near the Chain Key becomes active, run to it and stompit 
to death before trying to take the kay. 


Return to the Underpass 
Entrance on level B2F and 
use the Chain Key to unlock 
the boat. Then examine the 
boat again in order to board it 
and ride down the passage. 
Before disembarking, be sure 
to distribute plenty of 
weapons and ammunition 
among your team 


Uso the Chain Key to unlock the 
boat docked at the Underpass 
Entrance. 


If all the remaining player characters or AIPCs are not pres- 
entin the Underpass Entrance, the game asks you to confirm 
your choice of exit. It does not matter if everyone is in the 
room or not, because they can always join in later or you cam | 
go looking for them. If during 
Network Play mode you һар- 
pen to be one of the player 
characters that miss the 
boat, make your way to the 
Underground Entrance а5 
soon as possible in order 16 
assist your group in fighting a. 
dangerous monster. 


— SPEDAEITEMS 


The ride to safety Is blocked by a 
massive Leech hive, along ithabo. 
“Queen Lasch.” 


EASY NORM HARD — VHARD 
450 500-550 — 100550 
| 250-400 300-450 | 


Poison Spit .0:60° 80-100" 100127 100-170" 
"Small chance (20%) of inficting POISON status in addition to damage. 


Single Play Hard 2500 
[Single Play VeryHard 5000 
‘Attacking the Giant Leech with weapons is а quick way to defeat the monster, but not necessarily the best 
way. Avoid the use of melee weapons or tackle attacks, because the creature causes immense damage by 
ramming player characters with its immense body and long feeding snout. However, it is worth mentioning 
‚that the unarmed attack of any player character inflicts four times the normal damage against tho Giant 
Leech, in case this is your only recourse. Just be careful of the Small Leeches that swim in the water near 
the Giant Leech, 
The better method for defeating the Giant Leech is quite a bit more complex 
When the monster is angered, you can lead it back through the tunnels and dam- 
age it by using “attack objects” in the environment. Allow the monster to chase you Out of the open space _ 
at the south end of the long passage, into the narrower section. Lead the monster into the narrow section 
and look for ceiling valves spaced along the curved tunnel roof. When the Giant Leech is underneath a. 2 
valve, aim upward and shoot. The creature will be doused with hot water, causing twicd' As much damage № 
as a bullet a e 
However, if you move too far ahead of the monster, it will lose interest in the pur- 
suit, The Giant Leech then begins searching underw 
when it senses the approach of a player character, Whenever the monster gives up the pursuit, you must, 
attract its attention by approaching within a few feet and shooting it once or Ве. If you are low on bullet 
or completely out, you must run close to the creature to arouse it, and then try to escape before it tackles you: 
Goad the Giant Leech onto the bridge section of the channel, and position youre 
self just beyond a dark tank in the middle of the open area. When the boss moves 
up alongside the tank, shoot the object to create a small explosion. The force: 
reduces the strength of the Giant Leech by nearly half, but it could be disastrous tor your character you 
are caught in the blast. Make sure you're at least six feet away from the tank before firi 
If the Giant Leech persists in living, lead it through tê Rext tunnel s 
Shoot at more ceiling valves to damage it further. Hf you manage to goat 
ture into pulling up where the boat was docked, you may then bg 
with melee weapons or shoot at the gas can to the ê of the dock. The latter 
option creates an explosion that will surely finish offthe monster, = | 
Ifyou are going for the NO WEAPON bonus, shooting tthe taks and valve 


dies cancels this out. You must goad the Giant Leech all the, е dock. 


and eliminate it using your foot stomp attack. Also, үи піш eq 
with plenty of weapons and ammo to accomplish the ta 
When the Giant Leech finally dies, run south 


"THEHIVE" COMPLETE EVENT CH 


Turned on power to shutter 20 
E Opened shutter at the passway on ТЕ 

GB Opened shutter at the central waiting room. 

180 Had the elevator get to B2F. 


E Released lock with card key for ВЕ 
Defeated Leech Man. 5 
|В Received item from policeman on roof 


= ТЕ 


E Obtained "Part Of Memo, 
E Obtained "Chemical Codo Message.” 


de 


Тһе only major difference you will notice in harder difficul- 
ties is tha greater number of small Leeches appearing in the 
escenario. For every one that you squash underfoot, another 
from the ceiling. 
ч 


Rooftop will give Kevin or Cindy the 
jub Machinegun. 
М A 


NETWORK 
SURV 


CHARACTERS. 


EW 
MODE ITEM Ж 
LISTS 


NORMAL DIFFICULTY — 


| Apple Inn Hotel 


Handgun 
Concrete Pie 
ЕТ 


Guest Memo 1 
Vitriol Rounds 
Handgun Rounds 
ist Memo 2 
45 Auto Rounds 
Guest List Copy 


ава ево 


m 
Шш 
[5] 


Silver Relief Key 


}т Boy |, = 
a аЛ 


Red Herb 


EN en's 10 Tag" | 
ешт E 


GAME г 


меш 
sum 
CHARACTERS: 


an ame of the room is. 
displayed. A Green Herb 
stands "8 corpse block- 


Kevin David | y ing (ке door if the corner. 

Mark Alyssa David Enter the open doorway to 

Jim АММА: ADD ч/з: cars meme the Boiler Room. 

George David Yoko 

Dovid RUN HUE ааг 8 Grab the Iron Pipe near the 

Alyssa Yoko, David dead fireman. In Single Play 

Yoko Be PPM ae mode, it is a wise idea to give MODE ITEM 
Cindy Alyssa Yoko this weapon to one of your LISTS 4 
arch ПІ rant ar rupe Fr Rom, o AIPCs. Check the dead fire- ж 


тап on the ground level to 
WALKTHROUGH: топа i ovo Chairs D 
Initial Events Timo dr to 3, and 


; you will find Ren's ID Тар Examine tho corpse of tho fromanl f 


= SPECIALITEMS 


i ? trigger a scene, end to COLLECT 
Ming next to fireman's body | 12 oer a scene, and to move 
on the platform. Senario. 
Check the central stone plaque engraving tó memorize the 
Hotel Guide Map. Map procurement is essential iq ordér;to а 


locate the rooms referred to inthis walkthrough. To find a 
room, simply open the map and select a floor. Move the 
crosshairs over a room, whether previously visited or not, 


"у 


If you can hang onto one or both of the firemen's ID 
tags until the end of the game, a brief extra scene 
occurs during the ending. Also, two new costumes. 
become available to purchase in the Collection 
menu! If you аге playing as Yoko or if she is ап AIPC, 
hand the tags to her and she will usually hang onto 
them for the rest of the scenario. Just be sure to ask 
for them back before triggering the ending; you 
must have the ID Tags in your inventory to activate 
the bonuses. The surest way to have the ID Tags at 
the end of the scenario is to play as Yoko, 


FORK IN THE PATH 


‘After triggering the scene involving the fireman's 
radio, you must choose the path you will take 
through the scenario. If you climb up to ЗЕ and go 
through the door, you have chosen the “ЗЕ Route.” If 
you return to Apple Inn Square, the zombie blocking 
the 1F door comes to life. Use the central stone to 
outmaneuver the monster and enter the northwest 
door. In this case, you have chosen the “IF Route.” 


The path you choose determines the objectives you 
must complete, If you go the 3F Route, you must 
obtain the Silver Relief Key. If уоџ до the IF Route, 
you must pu the Gold i M ch 


diler Room door ог 

Boiler 

oken је rest 

of the scenario. You must contint llow the 

path you've chosen; you cannot gi explore. 

the other path. As a result, you cannot acquire all 

100% of the Completion Ratio in a play- 
through of the scenario, 


One AIPC accompanies you to the floor of your 
choosing, and the other AIPC heads off to search 
the other floor alone. Whether or not the solo AIPC 
dies depends on how quickly you accomplish your 
objectives, as well as how much time you spend in 
dangerous areas such as the Corridor and the 3F 
Apple Inn Square areas. 


This walkthrough contains strategy for both paths. If 
you choose the 3F Route, continue reading without 
skipping ahead. If you choose the ТЕ Route, skip 
ahead to the nextlist of objectives labeled “1F Route." 


ВЈЕСТІМЕЅ M 


23 


Retrieve tha Security 
Room Card Kay from 
те 2F platform over 
looking the Boiler 


"Careful navigate 
along the ledge out- 
sido the building. 


Use the Security 
Room Card Key to 
‘unlock the Security 
Осе door in North 
West Passage 2 


Push the crate in the 
Owner's Room into 
те hole in tho боо, 
and cli down to ЈЕ 


Retrieve the Gold 
Folie Key from your 
partner and unlock || restore power (о the 
the Power Supply | | emergency escape 
Boom. system 


Use tha Saver Relief 
Key to unlock and 
enter Room 306 


‘Solve the power con 
дий panel puzzle to 


Input the security 
code into the wall 
safe in Room 101 to 
obtain the Бог 
Relief Key 


WALKTHROUGH: 
3F Route 


е decorative 
tree at the backof 
Room 306 


After climbing the ladder to 3F and entering the door on tf 
top platform, check your map. Move south arit follovthe. 
corridor until you have to stop at the edge of a burning blaze 
A Handgun lies near the flames. Equip this weapon and head 
north. Enter the only other door available in the hallway. 


Avoid standing too close to flames, because you'll suffer damage if you're 
caught in a Паге. 


"ROOM 301 ie; 4 


А Blue Herb lies halfway down the North West Passage 3. 
~ Enter the first door on the left. Inside Room 301, the first door 
on the left is a bathroom, and 
inside is a female Zombie. An 
Iron Pipe stands near the 
bathtub, and you should pro- 
cure it for the AIPC who fol- 
lowed you to this level. A Red 
Herb sits on the nightstand 
between the hotel beds. 


nter bathrooms cautiously 


М РАТНИ LEDGE 


ейде, о 
erable. 


from comer then movata the, 


opening in the rail, and press 

Action to shimmy out onto the 

ledge. Continue sidestepping 
‘Shoot hecrow before proceeding 


onto the ledge, orthe annoying bird 81009 the ledge, around the 
makes Ме dif corner of the building. 


In Single Play moda, don't wait for your accompanying AIPC 


^ north side af the building, climb down the ladder and enti 
the door on Ж The AIPC will follow you into the 2F corridor 
without taking too much damage. 


Descend the ladder on the north side of the building and enter 2 without 


waiting for he АРС to catch up. 


аб catch up.with you. When you reach the platform on the 


If crows try to attack you on the ledge, press Wand 
your character will drop under the ledge to avoid 
| the attacks. Press the | 
Cancel button to climb back 
| up. If a crow attacks suc- 
| | cessfully while you are in 
|| DANGER status, you. will 
| | plummet to the ground for 
an instant death. As you 
round the corner, watch out 
for fire drafts coming from the open window, Time 
your movements to press on. A second crow hangs 
out onthe north side of the building. Stay near the | | 
window where the fire occasionallybillowsout,and | | 

keep dodging the crow attacks by pressing UB. if | | caracas 
the crow flies past the window at just the right | 


moment, the gout of flames will Kill it! | 


INTRODUCH 
GAME BASI 


| 


NETWORK 
su 


‘Atthe east end of the 2F cor- 

ridor is the door to the 

Security Center, but it 

requires a card key to open. k 

Blast down the zombie at the 

first corner. The first door оп 

{һе left is the Store Room, 1 


The door at the next comer Maou pou should Do adoptat 
les pte Corridor, andthe agas mbes row hoe d 

; жы canguros in tha nat 
two düprs near the end of 24004 E 
the halllead to the Owner's Е 


Room and-Room 201. 


SCENARIOS. 


STORE ROOM ies 5 


A Battery lies on thë floor just inside the (006 Th item hasno - 
i NETWORK 
use alone, but if David possesses an Iron РВ апд а Battery, „NETWORK 


he will make a Stun Rod. Move further into room and check u 


the shelves to the left to find ж 
Handgun Rounds and the 

Janitor's Daily Report. On the 

table at the rear are 45 Auto SPECIAL ITEMS 
Rounds, The left locker on the 

back wall holds a Green Herb, 

but only Alyssa can open the 

compartment with her | сошестој 


Picking Tools. The right-hand | 519222 7 Ме Store Room 
locker holds a Blue Herb. 


Әл - : а, 
= ROOM 201 | 

ЖА zombie woman stands idle ten feet inside the room. The 
camera angle makes it difficult to spot her before she identi- 
fies the presence of fresh meat in the room. Stop near the 
“Bathroom door and fire into the room before proceeding. At 
the bottom end of the room, an Anti Virus pill lies in the open 
wall safe, and a Green Herb rests on the nightstand between 
the beds. The bathroom door 
“is locked and can only be 
opened by Alyssa with her 
Picking Tool. However, any 
othercharacter can beat the 
door down with repetitive 
shoulder-butt attacks, Inside 
the bathroom, a First Aid 
Spray sits on the sink, 


1f you want the First Aid Spray in 
the bathroom, you have to knock 
down the door. 


А gaping*hole hás burned 
through the floor between 
the door leading to North 
West Passage 2 and the 
Security Room. True sur- 
vivors must eventually find a 
мау around this obstacle. For 
now, follow the corridor all 
the way south and enter the 
only door at the end. 


Whon your player character starts 
to "look at the zombie in the pas- 


In Single Play mode, while traveling through the 2F 
Corridor you might hear signs of the AIPC who went 
to ТЕ The sounds signify the character fighting for 
his or her life on the level below. The AIPC is pro- 
grammed to leave the Corridor only when you leave. 
Move quickly in the Corridor and get out fast, so 
that your AIPC will too. That way, һе or she is more 
likely to stay alível 


THROUGH.THE BOILER 
MANAGEMENT OFFICE Я 
In the tight room, check the shelves for Shotgun Round: 
search the platform near the janitors corpse 


Security Room Card Key. This card key opens th 
Office, А Green Herb stands near the door. 


Return through the Boiler 
Management Office and the 
Corridor to the North West 
Passage 2. Avoid damage 
from any/zombies that might 
break im through the fire 
escape door. Swipe the 
Security Room Card Key at 
the panel beside the Security 
Office door, and enter. | 


Use the Card Key to enter the dou- 
blo doors in the North West 
Passage 2. 


The AIPC who went to search ТЕ alone can usually be found 
in the Security Office, and he or she should be holding the 
Gold Relief Key. Request the key from him or her. If the AIPC 
is not in the Security Office, 
check your map to see if he 
or she has died, If so, you'll 
have to follow the steps to 
acquire the Gold Relief Key 
on your own. Pursue the 
objectives outlined in the 
section titled — "WALK- 
THROUGH: ТЕ Route" further 
on in this chapter. Procure 
the Gold Relief Key now. 


| M your AIPC is not present in the 
Security Office, go lookin for his ог 
her body. 


Proceed through the second door into the Boiler Room, and, see 


Шека ы А 
Spray on the table in the 


Security Office. Тһе 
“Evacuation | Procedures 
Manual is on the desk across 
from there. Shotgun Rounds 
can be found in the fridge, 


A Licker haunts the North West Passage 1, sd grab the 
Shotgun tucked under the bench across fromthe Owfier’s 
Room door. If the Licker is perched on the wallfit is possible 
to avoid the creature altogether. However, if it drops to the 
floor, the Licker could become a nuisance. A Red Herb 


INTRODUCTIONS 


f апа Handgun Rounds lie on 
the backside of the table. 


Use the Typewriter if you wish to 
interrupt your Single Play game. 


In the northwest corner of the room, you'll find a bookshelf 
and a bust. Push the bookshelf into the corner to reveal a 
‚hidden door, which will not 
‘opens Another key item is 
required to open the door. Do 
not exit through the south 
door of the Security Office! 
Instead, returasto the North 


down theshallway. Enter. the 


Push aside the bookshelf to reveal E 
Owner's Room. = 


а hidden door. 


BURNED THROUGH THE FLODÉ 


Check the shelves just inside 
the Owners Room to find 
Handgun Rounds. Use the 
TypeWtiter..to temporarily 
record and stop your game if 
you wish. A wooden crate 
stands very close to а hole 
"ШМ а floor in Еле не wooden crat nto the hole 
the front comer of the room. | inthe floor and then follow it down 
Push the wopden crate into 

the hole, Theffstand at the edge and press Action to drop to 
the level belgW. Drop from the table to the ground. | 


Check the shelves against the east wall to find the Guest List 
Copy. Make a mental note of the names on the list, and their 
corresponding thfeo-letter codes, A Concrete Piece sits on 
the floor, but the flames 
around it tend to flare up and 
cause damage. Watch the 
pattern of flaring, and grab the 
rock weapon just as the fires 
die off. As you exit, be careful 
not to be caught in the flames 
on either side of the door. 


Grab the Guest List Copy for handy 
reference in an upcoming puzzle. 


West Passage 2 and continue = 


stands near the flames at the north end of the passage. 


The long tongue af the Licker might extend further than you realize. 


= The door near the flames must be unlocked with the Gold 
Relief Key, and the door to th@hallway requires the Silver 


Use the Gold Relef Koy tounlock 
the Power SupplyRoam. = 


SUPPLYING POWER 


A Green Herb sits on the 
table just inside the Power 
Supply Room door, and a 
Battery rests on the ground in 
the southwest corner of the 
room, Shotgun Rounds lie 
atop the south machinery. 


Grab the items and then examine 
the panel with 16 buttons. 


GAME BASICS: 


Relief Key. Alyssa сап pick ж 
thellock on either door, but 

neither portal can be forced 

орф: Jf you have retrieved 

the Gold Relief Key from an 

АРС in tie Security. Office, 

unlock the door and enter 

the Power Supply Room. 


3 
KEY ITEMS 
А 


MODE ITEM 
LISTS 


c 
mi 
4 


РЦ 
4F lit and unlit lamps- Some ог none of the lamps will be lit, 
"depending on the difficulty level of your game. When you. 


select any button and press Action, the button you press, as 
wellas.the four surrounding lights in а “+” shaped pattern, 
will toggle on or off. Find your pattern below and solve the 


puzzle as shown. Starting from the first button press, you pio DM SANE, Бен ы 
have only a short duration of time to finish the puzzle before Nar ety, Two 
time runs out and you must start over. Solving the puzzle қамы te 


allows you to lower the emergency escape ladder in the rr 
Apple Inn Front Lobby. press buttons quickly. 


Press the last button | |. Press the second but- 
in tha bottom row. inthe botom row. | | tonin the second row. 


m Press the first button 


This i the only pat- Press the second but- | | Press the first button 
tern appearing in Easy | | ton in те top row. in the third row. 


difficulty. None ofthe | 


lights are И. 

Press the third button | | Press the fourth but 

in he bottom row. ton in the second row. 
Puzzle complete. 


Press the third but Press the third button | | Pross the second but- 
in the third row. in the second row. ton in the third row. 
| Puzzle complete. 


This is one of wo pat- | | Press the second but- | | Press the third button 
terns appearing in ton in the second row. | | in tha third row. 
Hard dificuty. Four | 

lights are im. 


This is one pattern that | Press the second bii — third button 
appears in Normal dif- | | ton inthe second row | î the third row, 
cul The four coma | 

| іопзаге i. | 


Press the second but- | | Press the second but- 
tanin he rd row. | | ton inthesecond row. | 
| | Puzzle completa 


ыз Press the fist button | | Press the fourth but 
in the fourth row. ton in те first row. 
Puzzle complete 


a ig ЕШ | пи | idi E 3 


This is one of two pat- 
terns appearing in 
Hard dificuly. The top. 
and bottom rows of 
the square are com- 
pletely it, and the mid- 
Фе two rows are dark 


Push the second b 
ton in the fourth row. 


Ж Pushithe third Dutton. 
уйе third raw. 


Push the second but- 
ton in те second row. 


Push the fourth button 
in the first row. Puzzle 


This pattern occurs i 
Very Hard difficulty. The 
four middie lamps are 
dark. There are eight 
steps, so you must 
press ће buttons very 
‘quell to finish in ime. 


Press the first button. 
in the Патон 


Press the frst button 
in the fourth row. 


"Press the fourth but- 
ton in the fourth row. 


Push the third button 
in the first row. 


Press the second but- 
ton in the second row. 


Press the third button 
in the third row. 


This pate appear in 
Vay Hard dico Two 
lamps on йе op and bot 
tim rows ro dark Thare 
are ight staps to nah this 
рите so you must press 
tha batons үнү quit 


мш 


А 


"RE 


Press tho second but- | _ CHARACTERS 
Aon in the top cow. 


Push first button in 
throw. 


Press tho second but- 
ston in tho third row. 


"Press tho second but: 
ton in the second row 


Press th fist button | | Press the third button | | Press the fourth but- 
in tho third row. in the bont ‘on in the second row. 
y Puzzle completo 


LET A 


NETWORK di 
"Press the fourth but MODE ITEM 
ton in the first row. d (575 


" = 


SPECIALITEMS: 


COLLECT 


Press ће fourth but- 
ton in the second row. 
Puzzle completo. 


Press the second but 
ton in the top row. 


Press tha first button 
in the third row. 


Press the third button 
in the bottom row. 


the power supply reconnected, the next objective is 

procure the Silver Relief Key. Exit the Power Supply Room 
and deal with the Licker in the corridor if necessary. Then 
head tothe end of the North West Passage 1 and enter Room 
101. Check the bed at the back of the room to find the Hotel 
Charge Breakdown. The paper identifies the current tenant 
of the room. Compare this to the Guest List Copy found in the 
Owner's Room, and input the appropriate three-letter code 
into the safe that's built into the south wall of the room. For 
instance, if “A. Evans" is staying in the room, then the cor- 
rectseode is JIA. For handy reference, the four possible 
codes that are used in the game are displayed below. Open 
the wall safe to obtain the Silver Relief Key. There's also a 
First Aid Spray on the nightstand between the beds and a 
Blue Herb in the bathroom where a man lies dying. 


Determine who is checked into 
Room 101 by reading the Hotel 
Charge Breakdown on the bed. 


Input the correct three-letter coda 
оп the wall safe dial pad. 


Now, all that remains is to obtain the last keyitelmifromyfloom 
306 on the third floor. Return to the North West Passage and 
use the Silver Relief Key to unlock the south door at the cor- 
пег Proceed through the-Gorridor and pick up the Concrete 
Piece on the ground near the 
flaming area where the roof 
'eved in. Move through the 
debris, careful of the section 
that flares up. Use the 
Concrete Piece to knock суве 
the zombie, then stomp the 
life out of i Another zombie 
—— typically hangs out in the 


ЕЕ south section. 


With a Concrete Piace his handy, 
you might as well us 


up the stairs at the South ө00745 Auto Rounds Пе top 
of the first set of stairs. Ascefld the stairs to the second level, 
and then continue up the stairs to ЗЕ 


Bullets for Kevin's Custom Auto i at the top of tha first fight of stairs. 


Avoid ће. Licker lying in 
predatory vigil near the top of 
the stairs, and move.quickly 
"to-the first door inthe corri- 
dor. Use the Silver Relief Key 
to-open the.doarto Room 306. 


‘Move quickly o ће first door at the 
comer of ЗЕ 


Examine the decorative tree on the rear bureau of Room 368 
to obtain the Red Jewel. This item opens the sécret dorin 
the Security Office. Use the 
maps in this guide to obtain 
any other weapons, ammuni- 
tion, and supplies you deem 
vital, Note in particular the 
location of а Grenade 
Launcher on ЗЕ and be sure 
to pick up additional Shotgun 
Rounds and Shotguns lying 
around the hotel. 


|| tt is worthwhile to continue reading the second 

|| section of this walkthrough, since it covers areas 
not described in the preceding portion. When your 
player character and your AIPCs or partners are 
stocked up, head back to the Security Office and 
resume reading the walkthrough in the section 
titled ^ IROUGH: Path Convergence.” 


Pluck the Red Jewel from the tree 
of freedom. 


Find the Guards 
Notebook inthe 
nen Room on 3F 


Input the pass code 
into the number, 
to unlock the door o. 
| ве Security OF 


Unlock the door to 
the Power Supply 
Room using the Gold 
Belo! Key. 


Key to unlock a 
restore power to the | enter Room 306, 
“omorgency escape. 


system. 


Pick the Rod Jewel 
from the decorative 

tree at the back of 

Room 308. 


WALKTHROUGH: 
1F Route 


If, instead of climbing the ladder in the Boller-Room, you 
return to the Apple Inn Square and go through the gorthívest 
door into the Corridor, the scenario is played in a very differ- 


ent manner. Move south in 
the Corridor to obtain а 
Handgun. The first door 
around the comer is locked 
and requires the Silver Relief 
Key. Alyssa can use her 
Picking Tools to open the 
door, but it cannot be broken 
open by force. 


A Handgun lies in the dark corner 
below the Corridor entrance. 


conte down 

near the flames. As you cross through the collapsed area, be 

careful of the fire that flares up occasionally in the middle. 

Equip the Concrete Piece and throw it at the zombie standing 
idly on the other side.of.the 
burning zone. This should 
knock down the zombie. 
Stand over the prone crea- 
ture and stomp on it until it 
dies. However, be cautious of 
another zombie that hangs 
out in the south section of the 
hall, which may come to aid 
his brother in distress. 


Use the debris to knock down the 
unwary zombie in the corrido, then 
¡Stomp it into submission. 


The daor to the Lounge Stairs is locked, but Alyssa can open 
it with her Picking Tool. Any other character can open the 
door by force; Proceed all the 
way to the south end of the 
Corridor and use the stairs to 
go to 2F. If your player char- 
acter is Kevin, pick up the 
pack of 45 Auto Rounds at the 
top of the first flight. Enter the 
first door, which leads to 
Room 204. 


The Lounge Stair doors stuck and | 
will only open with a lock pick or by | 
force. 


Use the Typewriter in Room 
204 jo |бтрогагіу save your 
game % necessary. Guest 
Memo 3"sits"on the desk. A 
Shotgün*lies on the floor 
behind the bed, and a Red 
Herb may be procured from 
the bathroom. 


obtained from the horseman's 
ue, provided үбү solve the 
European map Buzzlo. 


To solve the puzzle, make note of 


The main reason for you to 
skip all the rooms on 1F and 
come directly here is to view 
the large map of Europe 
hanging on the wall by the. 
entrance, By random deci- 
sion at the start of the sce- 
nario, certain squares are lit 
and others are not. Make a 
note of which squares are 
not lit, particularly the "No." 
etched onto each square. 


which sections of the map are dark. 


Corridor and ку 3 Concrete Piece | 


INTRODUCTIONS 


"E 


CHARACTERS 


KEY ITEMS 


MODE ITEM 
usms 4 


SPECIAL TEMS: 


P 


ad 


S the puzzle. FOF Gah square that is not lit, you will have 
to visit one of the rooms in the table below and flip the switch 
beneath the portrait. When ай four squares on the map are 
lit, the titles beneath each painting illuminate and a chime 
sounds. After this signal, the Gold Relief Key can be obtained 
from the horseman's statue at the back of Room 204. 


No.1 Room 102 
No.2 Ноот 103 
No.3 Room 104 т 
No. Room 702 


"ROOM 102 


Head back downstairs and 
enter Room 102: Just inside 
the room on the leftis a paint- 
ing of Finland. Flip the switch 
under the painting if needed, 
if the corresponding square 
is not lit on the map in Room. 
204, Guest Memo 1 is lying on 
the desk. 


Fip the switch under the portrait if. | 
те corresponding squaro is not lit 
in Room 204. | 


Alyssa can use her Picking Tool to open the bathroom door 
at the back of the room. Alternatively, any other character 
can eventually get the door open by forcing it. Inside the 
bathroom is a pack of Vitriol Rounds, for use with a Grenade 
Launcher, However, since it may be a while until the Grenade 
Launcher is obtained, leave this ammunition alone until you. 
have acquired the appropriate weapon, 


The presenca GF Vitro! Rounds indicates that а Grenade Launcher can be 
found elsewhere in tha hotel. 


Another-painting hangs s] 
the desk on the south Wall, 
this time depicting Germany. 
Press the switch under the e 
painting if needed. Напо 
Rounds lie on thé northwest 
table, and ifside_ thè 
unlocked bathroom iS 
Green Herb. 


p the switch for Germany if tho 
corresponding square is not lit in 


oor 204. 


Ком 104 


А zombie businesswoman waits to greet you just inside the 
room. А few minutes after you dispose of her, another Zom- 
bie salesperson will barge in. Therefore, move quickly while 
you're here. The painting hanging on the north wall in Room 
104 depicts the United 
Kingdom, and you should flip. 
the-switch beneath it only if 
the corresponding square is 
Tet already lit in Room 204. 
Guest Memo 2 lies on the 
rear portion ofthe desk. Pick 
up the Greem Herb, the 
Handgun Rounds on the 
south side of the bed, and the 
fon Pipe in the bathroom. 


Aim a shotgun upward at close 
range to kil a zombie with one shot. 


Return to the corridor and 
head up the stairs at the south 
end. Watch out for a Licker 
that may have appeared in the 
Corridor near the stairs on 2F. 
Head north up the corridor 
past the burning doorway, 
blast the zombie that some- 
times stands outside Room 
202, and then go inside. 


Room 202 lies just beyond the burn- 
ing doorway. 


Flip the switch under the 
painting of Spain if neces- 
sary, as dictated by the 
European map in Room 204. A 
Chopper lies on the bed. 
Alyssa can pick the bathroom 
door, or any other character 
can barge into the restroom 
to find an Anti Virus below 
the towel rack. 


Tho Ant Virus in the bathroom is 
not visible onscreen. Search the 
area of the towel rack to find it. 


~ ground, and he will come to 


3 life and attack when someone 
Once you've lit up all four squares on the Eurof&aminaB, moves toward the Shotgun 
return to Room 204 to claim the Gold Relief Key. Then exitthe 


resting again: : 
room and head north up the Corridor on 2F to the door of the KENNEN! INTRODUG 
The best idea is to wait until 
Security Office. The door is locked, and opening it requires 


the zombie grabs an AIPC, 
input ofa pass code on the number pad to the left of the door. 9 
and then you can exterminate The zombie on the floor cannot be 


it. Return to the Lounge Stairs | damaged until comas to Me. Use | GAME BASICS) 
an APC as bat 


and ascend to ЗЕ 


THE SECURITY OFFICE PASSCODE | ки“ 


Head north from the Lounge Stair door and'enter the next 
door in the corridor. Just inside the Linen Room; the Guárd's 
Notebook lies on the cleaning cart near the door. This docu- 
ment contains the four-digit 
pass code for the Security 
Office door. The pass code is 
randomly chosen from one of 
four possible codes (listed 
below). Fürther back in the 
room are a Blue Herb and ће 


d Janitor's Repair Memo, con- 
Descend the steps to ТЕЛА The Guard's Notebook contains the | cerning a weakness in the 
Re Rm o ic caia. TM кч 
near the entrance, Do not 
allow him 10 snack on your 
leg. If you have.not yet done 
зо, force open the door lead- 
ing back tothe corridor for the 
sake of future convenience. 


Grab the Gold Relief Key ram the || The Security Office door requires a 


МЕЗ passcode too 
THE LOUNGE STAIRS 


Head back to the northeast 
corner-of the Corridor | 
enter the Lounge Staírs 


=. 


Blast the zombie crawling around the 
first foor of tha Lounge Stairs area. 


> Move to the fallen vent and search the center of it to find ® 
Concrete Piege. There is a small gap under the north section 

of the fallen air conditioning vent. Press Action to crawl 

under the veht. Search near the south wall to find Shot 

Rounds, but be careful of lames that occasionally flare. 

this area. Exit through the north double doors. 


- 


“ТЕ FATEOFTHE LONE AY О, 


Take the Lounge Stairs back down to 2F-In thé Corridor; 
the four-digit security code at the number pad beside 
door, and then enter. The AIPC who went 


Office, check your map to see 
if you can spot the location of 
his or her dead body. If you 
find the dead body and he ог 
she does not possess the 
Silver Key, you must procure 
it by following the steps in the 
previous "WALKTHROUGH: 


SSPECIALITEMS: 


COLLECTION 


3 


5 If your lone ally makes it to the 
ЗЕ Route" section Secun Ofic and surviv 


under the collapsed air conditioning duct. 


and spray it on your ailing 
+ partner. Check the backside 
оше center table for 
Handgun Rounds, and look in 
the fridge for Shotgun 
Rounds. The Evacuation 
Procedures Manual can be 
found by searching the messy 
desk against the west wall. 


Distribute the ammunition in the 
Security Office amongst your team. 


Inthe northeast corner of the 
room are a bookshelf and a 
bust Push the bookshelf fur- 
ther back into the corner to 
reveal a hidden door. There 
are а few more steps to take 
before the door will open. 


The secret door behind the book: 
бө! can bo revealed, bu x wil not 
oper without the proper object 


Exit through the north doors. 
of the Security Office and 
protect yourself from zom- 
bies in the corridor. Stop by 
the Store Room and pick up 
whatever your AIPC didn't 
take during his or her trip 
through here. Afterward, 
continue down the North 
West Passage 2 and enter 
the Owner's Room. 


The Store Room may contain vari- 
ous useful tems, if your AIPC didn't 
scarf them all up. 


Search tor Manidgun Rounds 
ontopoftheshelves near the. 
Owner's Room door, just in 
case your AIPC didnt find 
them. Stand at the edge of 
the hole burned through the 
floor and press Action to drop 
through. Climb оНане table in 
the lower level, and check to 
see if the Concrete Piece is 
= still lying on the floor in the 
north part of the room. 


¡careful when exiting the Own 
oom on ТЕ and timo your mo 

mant to avoid the flames on ether 
side ofthe door 


Exit the Owner's Room’ and' procure the Shotgun hidden. 
under the bench in the hallway (if your AIPC failed to find it 
before you). Avoid the Licker in the passage and use the Gold 
Relief Key to enter the Power Supply Room. 


AsShotgun lies hidden under this bench in те North West Passage 1. 


Pick up the varidugiitems in the Power Supply Room, and 
‘then examine the panel on the power supply conduit to find 
a puzzle. Refer to the previous section "WALKTHROUGH: ЗЕ 
Route,” under the-"Supplying Power" headline, to find the 
correct solutionfor the puzzle. Restoring the power allows 
for use of the emergency escape ladder in the Apple Inn 
Front Lobby. Once power is | 
restored, exchange the Gold | 
Relief Key for the Silver Relief 
Key in your AIPC's posses- 
sion. If the AIPC who went to 
ЗЕ is dead, head back to 
Room 101 and input the secu- 
rity code into the wall safe 10 
procure the key. 


Press the buttons on the panel иті! 
al the lamps are lir to restore 
power in the front lobby. 


BREAKING DOWN WALLS 


Exit the Power Supply Room and use the Silver Relef Key 8 
unlock the door to the Corridor. Follow the Cortitior,casf’and 
enter the Lounge Stairs. 
Climb the stairs to 3F and exit 
In the corridor, move south 
and enter Room 30#. Shotgun. 
Rounds sit on the table near 
the entrance. Further back in 
the room, there is a Green | 
Herb, A large crack spreads № 
across the wall between this 
room and the next. 


wall Moon, or break it open 


using your shoulder-butt attack. Then crawl through the 
resulting hole into the next room. Avoid the zombie that tries 
—to grab you on the other side, 
and then suppress the crea- 
ture. Speak to the woman 
dying on the floor, and she 
will drop an Anti Virus Large. 
A Grenade Launcher with 
Vitriol Rounds rests against 
the wall under the Window. 
Unlock the door of this room | The dying businesswoman leaves 


did exit into the corridor. еее, 


> Џзете Silver Relief Key to unlock and enterRodm 306, Examine 

he decorative tree on the rear bureau to орган the Red Jewel. 

You are now prepared to open the secret door in the Security 
Office. Use the-maps-ifi this 
guide to obtain any other 
weapons, ammunition, and 
Supplies you deem vital, Then 
head back tothe. Security 
Office and resume tre Walk 


titled "WALKTHROUGH: Path 
The fled Jewel allows you to open z 
the бае: door in the 2F Secunty Convergence. 


Office. 


Path Convergence 


‘Enter the Apple Im. 
Front Lobby and. 
lower the emergency 
‘escape adder: 


Insert ће Red Jewel 
‘into tha open hola on 
the bust. 


Та the Security Offen, 
push the bookshelf 
into he northeast 
comer until it clicks. 


Move toward the 
front exit to 


Defeat the Suspen- 
Dead and run to бе 
encounter tha p 

Suspen-Desd, 


through in the пехе весбоп, "u, 


C WALKTHROOGH: 


Path Convergence 


in the Power Supply Room, and after obtaining, the Red 
Jewel, return to the Security 
Office оп 2F. Move to the 
northeast corner of the room 
and push the bookshelf into 
the corner until you hear an 
audible click. Then insert the 
Red Jewel into the notch on 
the bust, and the secret door 
‘opens, 


CHARACTERS 


Uso the Red Jewel on the bust to 
open the door tothe lobby. 


Stock up your character, as well as your alliés, by scouring 
the balcony level to find 2 Green Herbs, Handgun Rounds, 
and Shotgun Rounds. Ensure that you and your AIPCs are 
‘prepared, and then move onto. 

the middle bridge of the bal- 

£v Examine the electric 

ох next to the gap in the гай, 

and lower the emergency lad- 
der to the level below. Тһе 
ladder can be lowered only if 
you have connected the 


farmi бте amo ga power in the Power Supply 


ladder Room. 


RECOVERY Те 


SCENARIOS 


On the lower level, examine the front desk to find ап alarm ш 
bell that rings for ten seconds when the button is pressed. LI I 
| 3 Тићи 
This will be important in a moment. An Iron Pipe Пезпеаг ће Alm 
EE SC 2 ES 
burning southwest doors. Gua 
Shotgun Rounds sit on the MODE EM. 
coffee table at the east end 1515 3 
of the room, and another 2 
Green Herbs stand near the 
fireplace. Again, make sure 


that your player character SPECIALITEMS _ 
and your AIPCs are all г» т” 
equipped to defend them- | before proceeding down the cor 
selves. Then run north | dor toward the ext! P 
"С couen 


toward the exit from the 
lobby to trigger a boss fight. 


4 


50-180 160-240 


bu may need to sound the alarm bell several timos, 

is а 100-Lashes Tongue assault, in which the boss extends its 
using severe damage with every hit. This attack can be avoided by 
soffee table, From this safe location, you р 


arc some- 
icher, use it to knock out th : regular Lickers if 
ind shake, cease firing and seek cover. You 
tion, and it is about to strike out with its 


the boss's tongue unable to reach you, but 


bother you here either! However, this strategy is more suitable to 
lear the exit in Single Play mode, then your AIPC partners are less likely 


in down the corridor to the exitto trigger the end- 
е sure your health is good enough for you to dash 


ZHELLFIRE" COMPLETE EVENT CHECKLIST. 
[Fm є E 

B Unlocked safe in Room 101. 
El Provided emergency power at the power supply room. 
E Solved Europe Map Puzzle. 

IB Dropped wooden box in owners room. 

E Dostroyed wall between room 304 and 305. 

ШШ Completed with a tag of Ren. 

E Completed with a tag of Charlie. 


El Completed with both Ren and Charlie tags. 
Ej Obtained Apple inn 
E Obtained "Guest Memo 1. 


% 
20 
EJ 
20 
E] 
50 
EJ 
E] 
ЕЛ 
20 


Е 


"Evacuation Procedures Manual”. 

0 Obtained "Guest List Copy.” 

8 Obtained "Hotel Charge Breakdown.” 

Defeated Suspen-Dead. 

Ei Opened concealed door in security office. 

E Used motorized ladder. 
Т Used card key to unlock door. 

(Га Used pass code to unlock door. 
Ш Used gold relief oy, 
a 
O 
в 
O 
в 


Rang front lobby boll. 

Opened locker with lackpick: 
Watched demo "Call to the radio. 
Watched demo “Suspended appears. 


2ЕЕВЕБЕЕРЕЕВЕВЕ 


q > 
NOTES FOR HARD AND VERY HARD.MODES 


Back drafts if certain rooms make them inaccessible at hard- 
er difficulty levels. If you see large amounts of smoke billow- 
ing out from under a door, don't open it. In Hard difficulty if you 
attempt to open the door to 

Room 201, a back draft caus- 

es severe damage to your 

character. The room is 

engulfed in flames and cannot 

be accessed. In Very Hard dif- 

ficulty, the Store Room on 2F 

and Room 301 are inaccessi- 3 
ble in the same manner. 


INTRODUCTION 


During the Suspen-Dead boss fight, sounding the bell on the 
lobby counter causes the Lickers іп the room to run to a dif- 
ferent location in Hard and Very Hard modes. In Easy and 
Normal difficulties, the Lickers normally retreat to the burning 
door across from the front desk. But in Hard difficulty, the 
Lickers will gather at the wall across from the Suspen-Dead 
boss. Since this is where your characters can normally fire at 
the boss from safety, you must modify your tactics. In Very 
Hard mode, the Lickers will gather directly in front of the boss. 
Therefore, do not sound the bell at all in Very Hard mode, or 
the Lickers will form a shield protecting their "mother." 


ZHELLHRE CLEAR TIME RANKING << 
5 
с 
0 
Е 


CHARACTERS 


0000 — 0000. [173 


KEY TEMS 


SCENARIOS 


MODE ТЕМ 
usts 4 
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SPECIAL ITEMS 


COLLECT 


> 


Yoko | 


David. Yoko 
_ Kevin Yoko IES 
Kevin Cindy 
David Cindy — Yoko urs 
Alyssa Yoko Kevin Er 
Yoko Kom бами = 
Сиду David Kevin 
"| та спасли а column wil acconpony пе character to we BF levet 
where the Water Treatment Ран у entrance es vhi o characters inthe ctr 
column wl accompany the character t BAF and the Ar Exhaust Towar area 


Find and press tha. 
hidden wall switch in 
те General Managor 
Room to restore 
power tothe cuckoo 
clock. 


Glasses from the 
president's Bust in. 
те Waiting Room 


toho corract time to 
‘Obtain the Rod Jewel 


Place the Brass It you are playing aê 
Glasses on the prasi- | Cindy, play the piano 
dents bust at the in the Art Safe Room, 
north end ofthe 2F о. 

Passage to reveal a 

‘secret door 


"If you эге пөгрізу- 
"ng as Cindy pull ane 
of ta cords inside 
the ерисе in tho 
President Room, 

and. 


UP Insert the Red Jewel © 
and he Blue Jewel 
into the stuffed deer 
fs eye sockets in| 
те Entrance Hall to 
reveni the secret 


Take tho Blue 
тегі from the low 
ат hand of tha. 
statue in the Art Salo 
Room. 


"Locate the Torn 
"Momo near the dead 
researchers body. 


passage. 


Input the pass coda. 
into the computer to 
power tha elevator in 
те IF Passage. 
Elovator room. 


RESPONDING TO A 
MYSTERIOUS MESSAGE 


Ascend the central stairs in the Entrance Hall, and 
center desk on the landing to find a First Aid Spray and а 
Folding Knife. Continue up to the second level balcony and 
search near the southwest window to find a Green Herb and 
a Red Herb. For a clearer picture of your objectives, enter the 
door in the southwest corner of the lower level 


Mare recovery aids hide on the 


"Search the desk ойдо lagging for 
2 balcony upstairs. 


Noto tha away door in the north- 
газ comer ol the room, the doorknob | the m 
of whichis missing Папу. hollow 
‘morgen ever occurs in the mu 
Entrance Hal (nudge, nudge), you wil 
mot be able to exit through this door. 


hend mounted on 

ares at you with 
pty eye sockets You. 
find the poor creature now 
eyeballs 


A researcher zombie is programmed to patrol through 
several rooms on ЈЕ The creature starts in the IF 
Passage A area. Ifthe creature does not see anyone in 
that room for a short duration, 
itwill break through the north- 
west door of that corridor and 
proceed into the next pas- 
sage. It moves directly 
through the 1F Passage B and 
breaks through the one-way 
door, moving back into the 
Entrance Hall. If it does not spot anyone in the Entrance 
Hall and it does not hear anyone in the Student Affairs 
Office, it will break into the Waiting Room and return to 
the ТЕ Passage A area. If someone is in the Student 
Affairs Office, the researcher zombie will instead pur- 
sue the player characters into that room. 


‚computer just inside the 1F Elevator Passage cán be 1548 
Ictivate the elevator at the north end. However, the pass 
code is contained in a memo 
that has been torn in half. The. 
pass code cannot be input 
Ё until you obtain the two par- 
Б tial files containing portions 
A of the pass code. The two 
files are located elsewhere. 


Meanwhile, search the two 
to the right 6f the 
computêfto find a hiding Spot. 
and an Iron Pipe. A Lighter 
sits on the small book table 
across from theslocker, The 
а ighter in this 
scenario is für David.to com: 
bine it with a Pesticide Spray 
to make a Flame Spray. Since 
it will baj some time before a 
L-Pésticida can be acquired, it 
is a good idea to leave the 


The olovator cannot be operated es 
unti two halves of a missing ШЕР 
located. 


| Avid güectingte Lighter umi 
muchliter п the scenario. 


Further back in the room is a Typewriter, and a Red Herb is hid™ 
den just behind the dividing wall. The first of the three lockers 
at the top of the room is another hiding kis for anyone but 
Mark. Only-Alyssa, using her 
Picking Tool, cán open the 
second locker. Inside is a 
Handgun. The last locker con- 
F Green. Herb. On the 
elves across from the top 
lockers is the University 
Premises Blueprint, the map 
ofthis poriogf the scenario. 


Return to the Entrance Hall and enter the door in thé middle б 
the east wall. Be prepared to perform a daring but &asy strátegy 
in the Student Affairs Office. Move south around the desks in the 
middle of the room. When the 
camera angle changes, a 
female zombie spots your 
character and begins pursuit 
Allow it to take a few steps 
toward you, then turn and run 
back toward the entrance. 


Once you have this zombie s atten 


tion, tum and run! 


йһе north side, 


the room, navigate down the 
middle aisle, and go to the 
reception desk in the south- 
east corner of the room. 
Examine the drawers on the 
Tight side of the desk to find a 
Handgun. Now you can blow 


r obstacle to avoid the | away the female zombie. 
sch he Handgun 
drawer 


= An Anti Virus pill is оп (һе 


INTRODUCTIONS 


GAME BASI 


table right across from the entrance. Among the files on the 


southwest desk is Peter's Diary, which describes a possible 
cure for the T-virus. Check the closets directly across from 
the file's location to find а 

Handgun Rounds. Near the 

northeast corner of the 

Student Affaits Office is the 


Genealogy Facts file, con- v 
Cerning a deer that has a red 
oye and a blue eye: This is a 


clue regarding the deer's 
head in the gntrance Hall. 
Continue through the eastern 
door into the next office. 


Collect and immediately! 
Antî Virus pl you ind. Ке 

virus gauge stopped as much as. 
possible. 


"Decisions, Decisions" is by far the longest of the 
scenarios. Its so time-consuming, in fact, that your 
virus meter will naturally rise to 100% before you 
complete the mission! Therefore, find and use Anti 
Virus pills regularly. It is imperative to your success 
in this scenario that you stop the virus gauge's rise 
as often as possible. Before taking Anti Virus and 
Anti Virus (Large) pills, check to be sure that your = 
gauge is on the rise. If your infection is still stopped 1 
from a previous medication, keep an Anti Virus 
handy for the next time it ìs needed. 


RECOVERY 


SCENARIOS 
Олим 
Bw fec P 
Теке 

d Ds Dos 
- mU NETWORK @ 
А Blue Herb sits on the sill just south Oftheventfance, MODE ITEM 
Examine the painting on the wall next to the herb, andithe USTS 3 
picture frame slides upward. Press the buttominderneath it, 
and then go examine the cuckoo clock mounted on the east 
wall. The switch sends power to the cuckoo clock, and you 


may now move the lighted clock hands. The clock must be -Seecatirus 
set to a certain time. Check the Number Memo on the desk , 
to determine the correct time to sot the clock. E 


" 


The Number Memo on the desk tells | 


|. Side he picture frame upward to 
те time to sat the clock. от of 


"ind the hidden power switch for the 
cuckoo clock 


the previous pages. 


и look at the first page 
I difficulty) and dis- 
numbers except the 4s, 


— а pattern emerges in the shape 
of a “1.” Look at the second 
page and remove all numbers 

“except 7s, and the pattern 
takes the shape of a “zero.” 


Therefore the hour hand must Бете these patterns wall 


‘enough, and you can spot a number 
drawn from numbers. 


Continue this process for the 
remaining two: pages of the 
file, and you should eventually 
соте up with the time 10:05. 
Return to the clock and set 
the hour hand to 10, Press 
Action, and then set the 
| тіпше hand to 1, which indi- 
Cates five minutes after the 
hour. When the time is set 
properly, the clock opens and 
the cuckoo | emerges. 
Embedded in the breast of the 
bird is the Red Jewel. 


Setthë clock-hand-shaped lights to 
the time drawn in the four patterns 
of the Numbor Memo, 


Return to the Entrance Hall 
with this item, move to the 
deer's head behind the stairs, 
and insert the Red Jewel into 
the eye socket, Now you 
must procure a gem for the 
Ino ayes ara tener than оле sa oo other cavity. Enter tho south- 
east door of the lower level 


cer. Halfway down the nar 
row chamber, the Вга 
Glasses are;perched on the 
bust of tê Former school 
president. A Green Herh 

ands on the side table near 
the east exit- Continue into 
the next corridor. 


The Brass Glasses are an important 
ay йет that will open а valuable 


short cut through this stage 


The hutch just few feet 

can be pushed aside to 

However, the hutch is programmed with a random directional 
shift, so that you will only be able to push the hutch one way 
or the other each time you play. Therefore, if you're not 


you should be able to slide the hutch. On the flog under tg 
hutch is a First Aid Spray. It may be obscured fro = 
to the direction that you may have to push the hutch, 


you cant soe the floor under the 
hatch, simply push the piace until 
you can't anymore, and then check 
те ground behind it 


Around tha corner af the hallway is 
another hutch set against the north 
Wall You can also push this object 
оле way or another to obtain 
Handgun Rounds. 


Check the box near the ladder, just inside the door of the 1F 
Passage В, to find the Part of Torn Memo. This document con- 
tains the last three numbers of the four-digit pass code 
required to operate the elevator. The last three numbers are 
randomly chosen, but the first 
number is always 4. Although 
you now know the code, you 
must obtain the other part of 
the memo in order to operate. 
the computer in the ТЕ 
Passage Elevator room. 
Otherwise if you attempt it 
beforehand, your player char- 
acter will plead ignorance. 


The Part о! Torn Momo is half of the 
document required to operate the 
elevator. 


Further around the corner, there 
is a switch on the wall. You may 
push the switch if you like, but 
use caution. Pushing the switch 
triggers a high voltage jolt of 
electricity to shoot out of the 
sparking wires hanging from the 
roof. If any of your partner char- 
acters are standing below it, 
they will suffer intense amounts 
of damage or possibly die! 


This electric wire comes ипо play 
lator, so just leave it alone for now 


жыш e її єтї а уота so ЖТ, 
blue gem. There are two cables dangling over the hearth, а 


blue rope and a red rope. Pull either ofthe ropes to lower the 
arm of the statue in the Art Safe Room across the hall. 
However, there is a 50/50 random chance that the ғора уои 
pull will also trigger the appearance of a Zombie in the 
doors at the north end are President Room. This special enemy appearance is an item 
locked and require some sort ares no easy ont rom tis sce- on the Event Checklist and is worth some Completion Ratio 
of card key. Return to the | nario. points. The portraits ofthe principals on the westwall provide 
Entrance Hall. » the clue as to which principal wore glasses. Exit through the 
pa i Drawing Room to the corridor, and enter the Art Safe Room. 


6 Green Herb is the one- 
Way door that leads back into 
the Entrance Hall. The double 


southeast door on thgSecond level. Although there are ёре 
scattered throug! 

ridor, you mustfirst deal with 

the“zombies located here. 

One zog penalty prote Pal eter rope o lower Те statue's Any charactor except Mark can 


the south section of the pas- EN armin the Ar Sato Room, but do so || стані under the coffe table by th 
sage, and a second will Eyal онт пи, Sofa to пад a Handgun Magazine. 


advance when you turn the ~ 


“After the violence, push the | Corridor бейшезстинниң а. 
hutch nearest the entrance 
to find an Iron Pipe. А Blue Herb sits on the credenza atthe 
southeast corner. At the north end of the corridor, place the 
= Brass Glasses on the bust of the president. A hidden door is 
revealed on the north wall. 
However, do not go through 
the door yet. Backtrack to the. 
section of corridor where? 
[|| two doors stand opposite 
each other. /f you are playing 
Single Play made as Cindy, 
enter the east door. When 
Расе the Bras = 


presidents bust ro revela hi Playing as any other 
door at tho north end ofthe 2F 
‚Passage. ter, enter the west door. 5 > 
x Any good barmaid can play the от be he пао reach the 
piao--Ovaryona knows that! Handgun Rounding on shat 
cometo! 


If you are playing as Cindy, examine the piano focátedin t 
south portion of the Art Safe Room. Cindy plays the theme 
song on the piano, and lowers the arm of the nearby statue. 


playing as any other character, visit the President Room on 
the opposite side of the 2F Passage and pull one of the fire- 
plage ropes in order to lower the statue's arm. 


Collect the items from the 
Drawing Room, including the 
Green Herb near the 
entrance, the Handgun on 
the coffee table, and the Anti 
Virus pill on the card table. 
Then proceed into the 
President Room. 


With the Blue Jewel in hand, enter the secret доо! revealed 
in the 2F Passage. The Testing Passage servés as a Very 
handy shortcut during the intense final moments of this sce= 
nario, so it is imperative that you open it during this relatively 
calm early point. Cross the iron grating platform and descend 
the ladder to the floor below. Another high voltage wire hangs 
forthe velueble ems a the over the ground level, so be careful not to electrocute your 


AIPCs and partners wil race you 


Drawing Room 
partners. Proceed west and pickup the Handgun Rounds on 


the ground. Unlock and open the secret door at the end of the 
Testing Passage. 


"Obtain the Blue Jewel from thaßutstretched hand. If you аге pecoveny y 


xev TEMS 
= 
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8 


SPECIAL ITEMS 
-— 


and an Anti Virus (Large 
Another Anti Virus (Large) 
lies on the hutch on the right 
side of the Study Room. 
Remember thet “you” TE ME 

stack multiple medicines of | cines wih your ar characters 
the same type in one item | "97 not зира Bh 


Wh you. 
space of your inventory. 


Return to the Entrance Hall 
and go back to-the ЈЕ 
Passage Elevator. Examine 
the computer and input the 
four-digit pass code to oper- 
ate the elevator. Ride the ele- 
vator to ЗЕ 


The Testing Passage A will make a convenient escape route in the late 
hours of the scenario. 


Cross back through the 1F 
Passage B to the one-way 
door that leads back to the 
‘Entrance На! In the 
Entrance Hall, stand before 
the mounted deer head and 
insertthe Blue Jewel into the 
remaining. eye. воска б us eyes abe to see, the 
secret door opens in the wall | sued deer reveals hiddan 
ehirtd the stai. passage in the Entrance Hall 


With the engagement af the eleva 


tor comes а time of great decision- 
making. 


PASSAGE 


JHESAMARITANS FATE | PERMILIARIZING VOURSELFWIIRSE? 


Descend the stairs and proceed into «the room: üntil уой! = -4 
character discovers the dead body of Peter the rasearêhor  , I'Vestigating 3F at this point is entirely optional, and you 
who attempted to contact George. Search the corpse to find | Plaving for time then you may skip it until the end of the qe- 
the Blood-Stained Memo, nario. However, during your 
и a agent” first game, it's wise to visit 
Check the computer monito пега а he „sireum: 
ЕГ the bodia find the stances are calm so that you 
а Generation Mene. can learn the layout. Proceed 
his. document. outlines in to the pof the SF Passage 
proa Cm Elevator area and grab the 
must procure in order to-ere- Надия” ide: — Th on ШИШИШИ "UTE 


ate the T-virus antidote, And | Peters corpse is surrounded with return to the west end and | јој in zhe foor, and you can bet i 
helpful information: enter the door. wil return, 


Check the first desk near the 
monitor inside the Experiment 
Preparation Room to find an 
Anti Virus (Large). Further 
back in the room lies a fallen 
Red Herb, but its still good 


The Torn Memo fies at the 
rear right corner of the desk. 
This is the second part of the 
memo containing the eleva- 
tor pass code. With this in 
hand, you may now operate despite the five-second rule 


the IF Passage Elevator. The Experiment Prop Room stl of | ^ Recovery Medicine (Large) 
А can be found on the south: 


Tha Torn Memo is the second half 
af the document required to operate West desk in the comer. 
the elevator Away wo go! 


“the reagent generator. 


When you find the three sub- 


| 


stances mentioned іп the 
Reagent Generation Memo, 
bring them backto this lab and 
insert them into the device. 


ETT 


Now that you've seen your final 
destination, ро get the reagent. 
ingredients! 


At this point, you have a choice of riding the eleva- 
tor down to BF or 10 ВАР The level you choose 
determines your course for the rest of the scenario. 
If you choose to go to B2F and descend the man- 
hole ladder to ВЗР, you have chosen to explore the 
Water Purifying Facility and procure the P-Base. In 
Single Play mode, one AIPC will accompany you 
and the other will go to:BAF to search the under- 
ground railway and the Air Exhaust Tower, Once 
you obtain the sample, ride the elevator down to 
ВАР and meet your partner in the Old Subway Rail 
Siding area. lf that character is still alive, he or she 
should have the V-Poison in his or her inventory. 


If you choose to ride to ВАЕ you must search the Old 
Subway, and the Air Exhaust Tower to find the V- 
Poison, One AIPC will go with you, while the other 
will travel to the Water Purifying Facility. Once you 
have obtained the sample, return to the B2F 
Passage Elevator room to find your wayward part- 
ner. If that character is still alive, he or she should 
be holding the P-Base іп his or her inventory. 


| First Aid Spray 
Anti Virus (Largo)* 


к 1-4 


If one or more of your AlPCs are already dead, you 
must explore both areas and obtain both substance. 
samples on your own. Given the large scope of the 
university campus area, there is a very small likeli- 
hood that you will accomplish both ends before 
your virus gauge reaches 10096 and you die. 


Likewise, if you are off exploring an area and too much 
time passes, or if the АРС accompanying you dies, 
there is a higher chance that the partner who went to 
explore the other portion of the campus will also die. 
Ifyou goto the meeting place and the missing partner 
character is not present, open the map and see if you 
сап locate his or her corpse on the display. Go find 
your dead partner, and check that person's inventory 
to see if he or she managed to procure the substance 
before expiring, Mostlikely, the character failed to get 
the substance he or she sought and you must com- 
plete that part of the mission. 


In Network Play mode, itis recommended that two 
players go to B2F and that two go to ВАР Everyone 
should meet up in the parking lot behind the univer- 
sitys main building, afd then continue the rest of 
the scenario from there. 


Whichever path you choose, flip ahead to the 
appropriate section of the guid 


INSIDER'S ADVICE 
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MODE ITEM. 


USTS f 


= 


-SPECIALITEMS. 
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COLLECT 


" ОЕ 
I лупа tage 
[S] _ Sealed Reagent Case 


ОШ Handgun 
КИ Reagent Caso 


Water Treatment WALKTHROUGH: 
Facility Water Treatment 
Facility 


RENDEZVOUS WITH THE 


3 GOOD.DOCTOR 
Red Tag from the. the red marking in. the Water Tank to 


Meg ro prb и а а Follow this portion of the walkthrough if you ride the levator to 

level B2F At the first corner is а Pesticide Spray. Continue around 
the fenced area and climb the crates to reach a First Aid Spray on 
top of the shelves. If George is not a player character, then he will 
be sitting in the back of the east 
alcove. Speak to him and he will 
drop а Recovery Medicine 


‘Shimmy across the ‘Obtain the Sealed У Insert the Sealed (Large) or an Anti Virus (Large). 

şs inthe Water || Reagent Case from | Reagent Case into the However, if someone is playing 
Puritying Facility, observation machine in the Water 

© || booth in the Water. | Works Adminisiravon as George, he will not be here 

ze а the and the recovery aids are not 


P-Base (Sealed), 
> available. Climb down the ladder 


inthe open manhole to enter the | you survive, but only if he is nota 


George provides a few aids to help 


player character 


Water Purifying Facility 


[€ e Dem c e 2 


Do not exit through the southwest door of the B2F 
Passage Elevator room. If you enter the Pier area, 
one of the AIPCs may wander out too far and get 
eaten by a Neptune shark! Do not investigate the 
Pier area until after you've acquired the P-Base. 


The player characters descendlinto.an-underground sewer. 

Search the chained Бакі? near the Iádder's base to find a 
Folding Knife hidden under 
the waters surface. Wade 
through the narrow channel 
to the main chamber, Ifyou 
search the at the west, 
end of th ў 


Head southeast and move ће 
Search the өлі of the West рб пе next area. 
Waterway to йй some adrenal 
melegweaponis 


As you head into the East 
Waterway, watch out for a № 
zombie that hangs out below 
atthe base of another ladder. 
Climb theriron.rungs with a 
‘weapon equipped and ready, 
because another zombie 
waits to greet you at the top. 
Use the Green-Herb in the 
= passage toheal if necessary, 
and head thfough the door. 


This zombie loves to attack just as the, 
camera angle shits. Stay safe by 
shooting rom just inside he ontang 


Move quickly into.the center 
of the passage and, take! ош 
tie zombie dozing on its feet. 
Use the Red Herb to spice up 
your other herbs, then head 
northwest and open the door. 
Proceed to the next corner, 
and enter the Shed. 


This bored zombie barely notices. 
your presence, oven when shot 


Try to avoid competing for the 
Grenade Launcher with 
Burst Rounds on the shelf, 
because it is a little early to 
start toting this powerful 
weapon around. Look for a 
First Aid Spray on the 
shelves further back in the 
room, and take the Water 
Purifying Facility Map for 
future reference. 


against some tough enemies, com- 


| Heavy firepower wil come in handy 
| ng up 2 


THE WATER WORKS 
ADMINISTRATION OFFICE 


Exit the Shed and continue north in Access 

out for a zombie guarding the door at the top end, Just inside 
the Water Works Administration Office, a Handgun lies on 
the ground. Give it to your partner if he or she is ill equipped, 
Lying on the corner of the table near the entrance is а 
Reagent Case, However, if you use this case to create the P- 
Base at the machine further 
back in the room, the sample 
will be unsealed. By the time 
you get back to the 3F 
Experiment Room in the uni- 
versity building, the P-Base 
sample will have depleted 
itself from oxygen contami- 
nation. You need to find a bet- 
ter case than this, and. doing 


so requires a little more work. | Р-Вазе sample. 


Handgun Rounds lie beside the computer keyboard, and а 
Green Herb rests on the file cabinet in the back comer of the 
тоот. The door in the corner is locked tight, and it bears a red 
marking, No amount of force 
will nudge the door. The prop 
г key 15 required in order to 

“bypass this barrier. Even 
Alyssa can't unlock the door 
with her Picking Tool. Exit the 
Water Works Office and return 
E jugh the Access Way 
to Aras door. The red door the comer cannot be 
broken open. You ned the right key 


- UNLEASHING AQUATIC TERROR а 


Follow the corridor, baci 
Access Way B: Search fhe 
shelves in the small alcgve іп 
this passage to find Handgun 
Rounds. Continue heading 
southeast, Just inside the 
Underground Tunnel, an tron 
Pipe lies near the gap in the. seccurrreys 
rail. Continue east through : 
the door. 


NETWORK 
MODE ТЕМ 
1578 


Check these shalves in Access Way 
В for extra ammo, 


Inside the Water Purifying =ош 


Facility, walk directly east 
from the entrance to find 
Handgun Rounds sitting on a 
crate. Enter the door in the 
south wall, which leads to a 
small Restroom, 


All this water makes a person want 
to use the Restroom. 


bathroom, beside а Blue Herb. 
A First Aid Spray can be found 
inthesouth alcove. Be sure to 
'equipyyourself and your part- 
ner with Grenade Launchers pont hag o Gerace 
at this point, and then exit the Launchors for yours 
Restroom. 


Head north from the Restroom 
to find 45 Auto Rounds sitting 
опа crate. Double-check your 
| equipment to make sure all 
your characters are well 
armed, and then proceed 
north through the Water 
Purifying Facility across the 


Crossing the bridge triggers a 
small bridge. 


terriying overt. 
^ Hunter Y breaks free of its isolation chamber. When the 
action resumes, continue ruining toward the isolation cham- 
ber and pick up the Key with а Red Tag that fell on the 
ground. As you return across 
the bridge, а Hunter 
attacks. Blast it with two 
Burst Rounds or several 
Handgun shots. Flee from the 
area, returning through the 
Access Ways to the Water 
Works Administration Office. 
Be careful of new enemies in 
the Underground Tunnel and 
the Access Ways. 


Hunter can be kiled with one or 
two Burst Rounds, or roughly a 
dozen shots from a Handgun. f 
equipped with a pistol, don't try to 
stand your ground. Be sura to move 
out of harm's way as needed. 


RELEASING THE WATER TANK 
DOOR LOCK 


Administration Office and use 
the Key with a Red Tag to 
unlock the door in the south- 


stands just inside the entrance 
of the Water Tank. Hop down 
from the ledge and the camera 
angle changes to show two 
Hunter Y in the room. 


limb off tho адре quickly to. 
з better vew.@Eihe Water Tank, 
and the lurking errors that protect 
this place. 


climb onto the platform. Gra 

the Burst Rounds on the right 
side of the console, and then 
examine the portion where a 
monitor dimly flickers. Use 
the controls to release the 
water tank door lock. 


After releasing tha laff o tF 
‘northwest door, you Must now nav 
gate all the way back-@eauad the € 
entire treatment facility (7 » 
те Water Tank's caged area. 


DANGLING LIKE FISH ON 


Make sure that all Hunter Y in the Water Puriffing Facility af 
dead. One creature typically patrols the southwest area Near 
the entrance, and another waits idly on the northeast plat- 
forms. Make sure the southwest Hunter Y is down for the 
count. Then move to the gap in the rail near the location of the 
45 Auto Rounds, and press Action to jump up and grab hold of 
the pipeline overhead. Your character will shimmy left or right. 
across the pipe according to the ction you hold the Left 
Analog Stick. However, if you fail to eliminate all of the Hunter 
Yin the room, Sagen might swim under the pipe, leap up. 
andsnatch your сі icter off the line like a piece of bait! 


The Hunter Y can swim through the 
water much faster than any charac: 
tar, so stay on dry land. 


Shimmying across the pipes leaves | 
your character vulnerable to attack 
from swimming Hunters 


When you reach the end of the first pipeline, your character 
will drop to his or her feet again. Search behind the large 
machinery to find Burst Rounds. Move to the north side of the 
central platform and fire across the water to hit the Hunter Y 
perched on the northeast crates. Ifthe creature jumps into the 
water, be sure to kill it before proceeding. If you cannot kill the 
creature, directan AIPC or partner to cross the pipeline ahead 
of you using ће “бо!” command. Ifthe Hunter leaps out of the 
water to attack, fire a Burst Round, Shoot with the proper tim- 
ing and you will prevent damage to your ally and kill the mon- 
ster. Afterward, jump up to grab the second pipeline. Shimmy 
north across another stretch of water to the north platform. 
Head left, climb into the fenced area, and enter the door. 


Ты " 


Additional Burst Rounds are tucked 
‘machinery. 


Ensure tho safety of the area before 
shimmying across the north 
pipeline. 


Use the Sealed Reagent Case 
at the machine next to 
the computer to obtain the 
P-Base (Sealed). You have 
finally obtained one of the key 


reagents needed to make the а 
"Daylight" T-virus antidote! EN 
‘Search the console near the Another Hunter y protects the north Use he Sealed Reagent Case at the 
entrance to the Qualiy Assurance || platform of he Underground Tunnel machine in tho Water Works GAME BAS 
Testing Room to find a much-nesd. || Use the Red Herb and Green Herb Administration Осе a produce the 
ed Ant Virus (Large) A Green Herb || planted here to recover as needed. PBase. 3 
Sits on a сап naar he West door 4 
NE : 


Return through the Access Ways to the Water Puritying 
Facility Shimmy across both pipelines, and climbthe ladder in 
- the northeast corner of the facil ا‎ you will 
Enter the Water Tank through jp : ness the events in the Back Square involving Thanatos. Flip to 
==the=northeast door. Proceed 4 the section titled "WALKTHROUGH: University Campus" to 
around the comer and climb : resume your journey 
latform. Inside the 9 
booth, find the 


folding chair. Thi 
and preservada P-base speci- 

теп long enough for you t z 
retum to the Experiment Room prte ro wd = 
inside the university building, "cen eel use 


Exit the. booth and move left on 1 
the raised platform, Press Action - ШІ: 
at the ledge to drop into the 
water below. Swim over to any 
part of the platform and press 
Afon to climbouit Take care of 1 vey TEMS 
Г the Hunter ¥ again if necessary, 
and then regnter the Water 4 A 
Works Administration Office. Press Action to drop from the lodge Сїт the northeast ladder in the Water Purifying Facility to exitthe fab. 


outside the observation baoth, intag Greater dangers lie ahead, 
the water Боом, 
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Antidote 

E] Blue Herb 

Pesticide Spray 

[l Od Subway System Blueprint 


SPECIAL EMS: 
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[А _ iron Pipe 
J Folding Knie, 
46 Auto Rounds 
"а звона 
13 Assaut Rife, 
[d тәне» | 
[E Green Herb 
ін Fist A Spray 
Assault Rifle Magazine 
Handgun Rounds 
Anti Virus (Large) 


ЫШ me 
ivi 


Pesticide Spray 


INTRODUCIDA 
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RECOVERY 


15 вене __ 
First Aid Spray Е 
Antidoto = SCENARIOS 
Anti Virus (Large блем 
ALEA Bow rece Pont 
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Underground Railway and Air Exhaust Tower 
í ¥ i 
|: | 


(тана through UP Craw! through the. 
foor eatin the | flgr vent in the Air 
1o reveal the слои: 


T-Shaped Ра Exhaust Tower Inside 
оос бово. Wal Space imo o Spare 


, Power Supply Room, 
orlock; 


E 


" WALKTHROUGH: 
Underground Railway 
and Air Exhaust Tower 


ATHE BARGORRIDOR is. 6 


Follow this portion of the walkthrough if-you ride tHe, elevator 
to level BAF, Pesticide Spray sits on the ground outsidé the 
elevator doors, and am 


Antidote lies in the middle of 
the corridor. Two Blue Herbs 
rest at the south end of the 


System Blueprint is posted 
on the safety bars to the left 
Enter the door in the middle of 


the east wall in the corridor. | Steck up on ant-taxns in he BAF 


Corridor. 


Many of the enemies in the Old Subway System and 
the Air Exhaust Tower Station can inflict POISON 
status via their attacks. Be sure to carry plenty of 
Blue Herbs and Antidotes as you search these areas. 


Follow the corridor to the top of the firet'set'of stäirse From 
this position, aim a weapon downward and shoot atthe Giant 
Spider perched silently at the bottom of the steps. This way, 
ou can avoid giving the spider а chance to attack preemp- 
ively. At the foot of both sets of stairs, an Iron Pipe lies оп 
the south side of the passage. Continue east and climb down 
into the water. 


lo power conduit 
restore power to 
the olevator. 


Tower Elevator up to 
level BIF and protect 

{ yourself from Giant 

Wasps en route, 


the north wall of he 
Air Exhaust Tower 
BIF level. 


—— = 


Giant Spiders can be taken down easily with a сїр worth of bullets. 


Shoot at a second Giant Spider that likes to crawl on the 
walls and ceiling. Search the bars blocking the passage 
south to find a Folding Knife. 
Climb up onto the platform, 
unless the third Giant Spider 
is perched on the edge. If so, 
shoot the monster until it 
retreats or jumps into the 
waterway, then go after it. 
Descend the stairs and con- 


45 Auto Rounds for Kevin's custom 
tinue into the next area. 


gun lie on tha floor just inside tho 
south corridor. 


THE OLD:SUBWAY RAIL SIDING 


If you visited the Water 
Purifying Facility and pro- 
cured the P-Base, then you 
will find the wayward AIPC in 
this area. He or she should 
have the V-Poison in his or 
her possession. Butif you are 
here on a mission to find the 
V-poison yourself, then 
check the area for items. 


А Curved Iron Pipe lies on the 
ground а few feet north of the 
entrance 


| Жл Es „е just afew foot 


gan Herb. lf you would like an additional 

mixer, a Red Не is tucked behind a column between the 
ails. Hidden on the flatbed of 

the parked engine is ап 
Assault Rifle. This fully auto- 
matic machine gun holds 30 
rounds just like the Sub 
Machinegun from "The Hive," 
exceptit can be reloaded only 
with Assault Rifle Magazines. 
Proceed north up the rails to 
the next section. 


‘A powerful weapon lies hidden оп 
the flatbed. 


the ground directly in front of view. Th Subway Tunnel 
is swarming with three Giant Wasps. These mutatedin 

сай inflict POISON status with their tail sting attacks, so 
avoid conflickwith them.and keep moving while intheir vicin- 


ity. Ruf quickly to the openidoorway of the wrecked subway 
- УШШ саг porkeden get 


inside. If you аге stung amd, 
poisoned in spite Öf your 
efforts, take out the Giant 
Wasps with Handgun fire 
before you administer an 
Antidote ог Blue Herb: 
Otherwise, the next Giant 
Wasp you encounter will 
merely poison you again. $ 


ха poisonous Giant Wasp stings 
seeking thagalatve safety of the 
Sq cars. 


Stand near the entrance of the South Car and So dW the 
aisle until you heaf the thud of a zombie hittingthe,flooffust 
off-screen. Thenfnove in and 
finish the job. Sameone left a 
First Aid Spray on the.pas- 
senger seat near the 
entrance. А second Assault 
Rifle lies on the seat near the 
exit to the North Car. Offer 
this automatic gun to your 
partner ог AIPC. 


Fire off-screen to hit enemies you 


can't see, bofore they have a 
chance to surprise attack 


inside the North Car's door, then proceed into the car an 

take down a second zombie. On the seat to the right is an 
Assault Rifle Magazine, good for refilling an Assault Rifle at 
any time. Handgun Rounds lie 
on the opposite seat. On the 
ground near the north exit 
from the cars is a Red Herb. 
Prepare yourself and your 
posse, and then exit the 
North Car, Dash directly 
across the rails and enter the 
door on the east wall, before 
any Giant Wasps have a 
chance tasting. 


Moving through the passenger cars, 


мизде, за 


Use the First Aid Spray lying on the cart just insidé the dod 
way to recover your character or partners if necessary. А 
short time after you enter 
here, several zombies will 
break through the glass of the 
inaccessible room in the 
South branch of the Shaped 
Passway. Use an Assault Rifle 
maintain crowd control. 
terward, head back toward 
| the entrance and enter the 
door on the north wall. 


Wait until the zombies rise, then mow | 
‘thom down with an Assault Ria. 


E SUPPLY ВАЗ EN 


Scarfupeall-the supplies in the Underground Mánagemel 
Office, including the Handgun Rounds on the soüfhyest'to: 
ner of the center table and an 
Anti Virus (Large) near the 
computers keyboard. The 
Emission Tower Interior 
Blueprint map is on the rear 
shelves. Now that you can 
view all the room names on 
the map, exitthe office and go. 
to the Control Room. 


ODE TEN 
ЗР 


= 


Finding all he maps in the scenario 
counts toward your Event Checklist 


and Completion Ratio. SPECIALITEMS. 


Search the water cooler just inside the Control Room's 
entrance to find an Assault Rifle Magazine. The first locker оп 
the north wall can be used as a hiding place, and Alyssa сай? 
use her Picking Tool on the second locker to obtain another 
Assault Rifle Magazine. A Green Herb is plainly visible on the 
counter. Check the blue notebook beside the herb to find the 
Section of a Diary. Examine the file cabinet on the lower west 
side of the Control Room and open the top drawer to find 
Handgun Rounds. 


COLLECT 


Lots of ammo can be found ín the Control Room. 


EADLY-GRAWL 


‚Exit back to the T-Shaped 
| Passway and follow the east 
passage. The door at the end 
is locked, but Alyssa can use 
her Picking Tools to open it, 

you're playing as any-other 
character, you сап force the 
door operor ew OUT Use the crawispace at the end of 


the open floor vent in the | the corridor or beat your way 
ілу through the nearby door. 


A Giant Wasp buzzes around the Air Exhaust Tower Inside 
Wall area, and it would be detrimental to try anything until 
you've blasted it from the sky. Aim upward and wait until the 
Wasp pauses overhead, about to strike. Then press @ to 
switch your aim to the Wasp's current location and shoot it. 
A Green Herb and a Blue 
Herb in this 


"the insect 
reat is exterminated, move 
10 the gap in the rail and 
press Action to step onto the 
ledge. Cross the ledge to the 
north end, ап сгами through 
the open floor vent into the 
7 Store Room. 


before attempting to sidestep аа 
201055 this ledge 


=. = 


THE STORE ROOM 


А zombie waits inside™ 

crawling into the room, move agafe distance from the етеру 
and eliminate it. An Iron Pipe rests near the south door, and 
a Blue Herb is in one of the lockers in the room's southwest, 
corner, Alyssa can open the door in the west ма! шай 


Picking Tools. Other characters can either for ДА! 
open or look for ап alternate route into the оой 
A locker on the west wall can be pushed north, reveal = 


open crawlspace into the Spare Power Supply Room. 


Protect yourself as you стамі into || Push aside the locker to reveal an 
the room. open vant into the next room. 


TOWER ELEVATOR POWER 


Someone lefeasLighter on the table by the ddor.sThe Targe 
power conduit in this room has been deactivated. Examine 
the glowing panel on the conduit to find a pattern of lit and 
unlit lamps. Just as encountered in "Hellfire," certain pat- 
terns appear, depending on your game's difficulty level 
When you select any button and press Action, the button you 
press, as well as the four surrounding lights in an X-shaped 
pattern, Will toggle on or off. 
Find your pattern below and 
solve the puzzle as shown. 
Starting from the first button 
press, you have only a short 
time to finish the puzzle 
before you must start over. 
Solving the puzzle allows you 
to ride the Air Exhaust Tower 
Elevator up to the surface. 


Solve the electric power grid puzzle 
to restore power to the nearby 
elevator platform. 


This оле of the pat- 
terns appearing in 
Easy difficulty Four 
buttons are fit in the 
upper right and lower 
left corners. 


PATTERN 2 


This is the other pat 
тет appüering in Easy 
difficulty The buttons 
al around the outer 
apes of thesguare 
mii = 


This is one ofthe pat- 
лз appearing in 


„Лота! difficult 
Ic 


This is the othar pat 
tern appearing in 
Normal difficulty. Four 
buttons are fitin a 
‘curved pattern up the 


center of the square. 


PATTERN 5 


This is one pattern 
appearing in Hard dil- 
ficuly. Two buttons on 
the top and bottom 


rows are И. 


Press the first button 
in tho first row. 


Press the frst button 
in the second row. 


Press the second М ш, Press the frst button 


ton in the first row. 


Press the first button 
in tha second row. 


Press the second but- 
ton in the second row. 


Press the second but- 
ton ín the second row. 


‘nthe second raw. 


Press the fourth but- 
ton in the second row. 


"Press the third button 
in the second row. 


Press the fist button. 
in the second row. 


Press the third button 
inthe fourth row. 


Press the second but- 


ton in the fourth row. 


Press the fst button 
În tha thir 


Press the third button 
in tha third row. 


"Press те fourth but- 
ton in the third row. 


"Press he fourth but 
ton in те fourth row. 
Puzzle сотр 


Bross the frst button 
їп ha third row Puzzle 


complete 


Press the fourth but- 
ton in the third row 
Puzzle complet 


Press the first button 
in the second row. 


Press the fourth but- 


ton in the second row. 


Press the Mstbutton 
in the fourth row. 
Puzzle complete. 


Press the fourth but- 
ton in the fourth row. 
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COLLECT 


his the othar pat- 
tem appearing in 
Hard atcuty Ре | 


© buttons io an t- 


shaped pattern are lit 


Press the second but- 
ton in the third row. 


his is a pattern 
appearing in Very. 

Hard difieuty. Nono 
ofthe buttons are Jik, 
Tha solution requires 
eight steps, so press 
tho buttons quickly 


rom. > И = 
т 


Prassithe third button 
in the second row. 


Press the second бш. | | Press the third button | | Prass the fourth but- | Press the frst button 
ton in the Second row. | in the third row. ton in the first row. in the second row. 


Pross the second but- 
ton in the first row: 
Puzzle complete. 


Press the second but- | | Press the second but: 
ton in the first row. ton in the third row: 


Tisis he otarga | | Press o frst buon | | Presse fourth but 
DEI | пе пак ton in the fst ron 
Ford aleun Пи F 
тонот ro 
The soliton eques 
"esos so press 
тен ue 


Pross the second but. | Brass the fourth but Press fist button | | Press the fourth but- | | Press the fourth but- 
ton in the fourth row. АЦЕВ the fourth row. in the fourth row. ton in the fourth row. | | ton in the second row. 


Presse fourth but- | PRE tbe frst burton Press the second but- | | Press the third button | | Press he fourth but- 
ton іт f second row. inthe fst row. Puzzle ton in the fourth row. | | in the second row. ton in е first row. 
complete 


Press the third button 
in the fourth raw. 
Puzzle complet. 


After power has been 
restored, let yourself out of 
| the Spare Power Supply 
Room and return to the T- 
Shaped Passway. Climb up 
the ladder at the south end. 


e ladder just past үе 
the zombies broke! 


on the cart atthe wesBend of... loose 
the, Air Exhaust Tower 
Access Way. Search the shelves at the east end to obtain а 


In the Air Exhaust Tower 
Lower Part, Handgun Roi 

sit-on the equipments few 
feat away from the door. Grab 
them and get on the elevator 
platform as quickly as possi- 
ble, because three Giant 


бег onboard the central lit quickly to | Wasps patrol this level. 
avoid the poisonous Wasps’ stings. 


Once you are on board, wait 
for your AIPC or partners to 
follow and then use the con- 
trols in the upper right corner 
of the platform to raise the 
lift, Reload your weapon 

quickly, because you are 
mi perche ме быту | BOUE to experience а dan- 


Be slavator дет alongside you | Gerous ride! 
Before using he controls forse 


the lit, or they wil get lft behind! 


As the elevator platform 
ascends, Giant Wasps will sur- 
round and attack your group. 
The Assault Rifle doesn't allow 
for enough mobility while firing, 
so use a Handgun if possible. 
Aim upward and wait for the 
Wasps to float in front of your 

As the Wasps circle he elevator, 
Character. Fire with the proper | aim upward at ane spor and 

them to circle around. When 
timing, and you should blow | узр Mars ino your range, shot 
them out of the sky with ease. 


INTRODU 
GAME BASİ 


Two last Giant Wasps on the ВТЕ level'remain-to bê dis 
patched. Seek shelter under the stairs on the west side ofthe 
area, where the Wasps have to fly in low to get at you, hov- 
ering directly in your firing range. When the coast seems 
clear enough, run around the catwalk to the north side of the 
81 level and look for the vial containing the V-Poison. You 
have finally procured the item you've sought all along! Move 
up the Stairs and enter the door at the top. 


The V-Poison rests 
the hive's membrana 


Use the Stairs for cover against the 
Wasps: aerial attacks. 

SCENARIOS 
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MODE TEM 
‘An Antidote lies on the counter just insi Air Exhaust 
Tower Station, in case you suffer from а Wasp sting's poison. 
Use the First Aid Spray on the opposite counter to heal your- 
self and your айу. Take the Anti Virus (Large), located on the. 
end of the desk, to halt your virus infection rate. When your 
group is refreshed and 
ready, go through the door to 
the Back Square, where 
you'll witness а showdown 
between the sinister 
Thanatos and Umbrella's 
UBCS team. Afterward, 
resume your adventure in 
the following section. 


‘SPECIAL ITENS _ 


The Air Exhaust Tower Station is an 
ideal placa to regroup and recoup 
before heading back into action. 
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‘Swipe the Card ite with partners QF Encounter Thanatos 

ташса thaback || te Neptune sharks || or AIPGS who pos. | | ino Entance Hal. | TF Passage & and 

| doorof the university | on tho Po. sess ho other electrocute him to 

building. reagentsubstange. obtain the Т.ВЮой 
| sample 


tha ЗЕ Experiment 
Воот апа insert the Square bofore time 
$ lapses. 


(UP After moving ta the 
Front Square, defeat 
Thanatos a second 


Use the maps provided in this book to locate the recovery 
items and ammunition located around the parking lot. Check 
the easternmost UBCS team member's body to find the 
Orders, which reveal that the team was trying to extract a T- 
Blood sample from the giant monster they died fighting. Now 
the job gf obtaining the T-Blood from Thanatos rests squarely 
on your shoulders. 


WALKTHROUGH: 
University Campus 


After seeing the UBCS mem- 
bers’ poor showing against 
“Thanatos, pick up the Card 


‘Sify building's back door. Itis 
not Wise to reenter the first 


Use tho Card Key o unlock ro 
ding quickly and casi baek door arden huge те 

"em for any f rts or imme 

When you need to later on. & | nton ocutedin the Back Square 


Check this UBCS officer to find some documents with chiling words, 


ol is posted on the bul 

Fhe large gates on the east side of 
the Back Square. Take a 
nt to view your тар 
and the escape route beyond 
the gate. However, you won't 
be ready to leave until you 
have reunited with your miss- 
ing compatriot and created 
the Daylight. Instead of reen- 
tering the university building, 
exit through the northwest 
door of the Back Square. 


Tha map of the outdoor area is 
sted on the board between the 
‘and the door 


FEEDING FRENZY Ж 1 d 


% Тһе Pier is milch easier to manage with oni EAPO, 
“partner міом, especially since you becamedhe prey of man 
eating Neptune sharks Be 
aware that stoppimg"to pick 
up items located on the 
wooden planks makes you a 
easy target for the sharks. If 
you are=knocked=into. the 
water, swim south to ties 
wooden platform and-climb 
Sunva! on the Pier is dependent on out as soon as possible. If the 
sharks flop onto the walkway 
to attack, blast them with 
% your weapons. - 


F REJOINING WITH MISSING RELIES” 


If you expired the Old 
Subway Systam and the Air 
Exhaust Tower, your missing 
ally will be roaming around'in- 
the B2F Passage” Elevator, 
and he or she will be holdi 
the P-Base. 


E 
I you obtained the V-Poison, 
тейле with your comrade in the 
BOF Passage Elevator. 


If you explored the Water 
Purifying Facility instead, ride 
the elevator down to BAF. 
Navigate through the B4F Corridor and the Access Waterway 
to the Old Subway Rail Siding area, The missing AIPC will be 
wandering in this area, and 
he or she will have the V- 
Poison. Once you have the 
two materials, ride the eleva- 
tor up to 3F and insert the two 
substances into the reagent 
production machine. Now 


take a deep breath, because 
it's time to go get the T-Blood 
from Thanatos! 


you obtained the P-Base, reunite 
with your ally in the Old Subway 
Вай Siding area. 


X, running from Thanatos. 


Ride the elevator to IF and return to the "Enträhce” Hd 
Thanatos crashes through the upstairs windowang. апу. 
However, this is not the boss — 
fight challenge you might have 
been expecting. Thanatos is 
actually invulnerable at this 
point The monster is also 
capable of a stabbing attack 
that will kill a character 
instantly! Instead of fighting, 

You must baitthe creature into fun незя? the Entrance Hel war 
а clever trap so that you can | vou 

extractithe T-Blood and run. 


After Thanatos appears in the Entrance Hall, dash as quickly 
85 possible to the door in the southeast corner, and enter ће 
Waiting Room. Continue 
through the ТЕ Passage д. 
where a zombie dog may 
crash through the front win- 
dow. Ignore the dog and con- 
tinue running to the north- 
west exit, because Thanatos 
Will soon enter the corridor. - 


Ignore the zombie dog that crashes 
into the IF Passage, and continue 


hen you feach the ТЕ 
саде B, move to the сол- RECOVERY rf 
trol panel for the electric cable hanging from the ceiling. 
Examine the controls, move the cursor to the “YES” position 
M When the monstrosity rounds the corner and dash-- 
es 4: you, fire the electric charge when Thanatos is 
direst exposed cable. With the propertiming, the 
creatliresis. temporarily knocked unconscious. Search ne: 
its body to find the T-Blood, and then exit hastilythrough the. 
one-way door back to the Entrance Hall 


EY ITEMS. 
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Examine the electric circuit cable || When Thanatos comes around th 

controls, position the cursor, and | corner and moves under the wire, 

wait бу him. Search near his head to 
find the T-Blood. 


Room and insert the T-Blood 

‘into the reagent generator. 

` Айе а short scene, the south- 
east door unlocks. Proceed 
into the next chamber. 


HALLOWED: HALLS OF INSANE ' 


A bevy of powerful weapons and First Aid Spkays lies on the 
floor in the northeast comer ofthis grizzly £adavertlab. 
Additionally, there are 45 Auto Rounds for Kevin's custom gun 
near a column in the south part of the area. After distributing 
the items evenly among all the surviving player characters 
and/AIPCs, continue east through the plastic tarp into the 
Second Hall. 


Stock up your charactor i a tank 


The player characters meet up will cre 
emi s lf Yoko is surviving player character 


ne Will GGCur between the mad doctor 
le young student-Affer the scene, search the body іп 


harges set all over the university building will explode. Go 

eg outside the Bullding, to the 
Safety of the Back Square 
before time expires, or you 
will die in the explosion. As 
уой can see, seven minutes 
is plenty of time, but you have 
one task remaining before 
you exit the building. 


Only a few minutes before BOOM 
бте. 


B DAYLIGHE 


Search behind the d in th 
puter on the left side that allows you to ^re-activate" the 
reagent generator.” Afterward, head back to the Experiment 
Room and wait beside the reagent production device, Eve 

30 seconds (in Normal difficulty), the machine wil => 
sample of Daylight. You can E || 
hand these out to your part- 5 
mers or AIPCs if you think "~ 
they are close to dying from 
the virus, and take at least 
two Daylight samples for 
yourself. This is important, 
because how you use these 
samples determines the out- 
come of the scenario, 


Wait around to grab two of tha ial 
containing Daylight, so that you can 
use them or discard them to affect 
те outcome of the scenario. 


The Daylight sample can be used just like a recovery item. In 
this case, it cures the T-virus and removes the gauge from 
your Status Screen: Usage and possession of Daylight sam- 
ples determines which scene will occur at the end of your 
game, See ША” portion of the “Event Checklist 
Painters” section at the end of this chapter to learn more 
aboutendings. 


i SECRET ESCAPE ROUTE `+. $ 


Once the Daylight situation is 
handled, return to the 
Second Hall and move № 
behind the desk once again. 
This tim& examine the com- |] 
puters on the right side of the 
desk 10 find one that unlocks 
the secret door in the room. 
Exit through the secret door 
in the north wall. 


af the desk то unlock the sf 
escape route from the Sg or 


Grab the Green Herb at the one end of the 
form in Testing Passage B. Then climb дому h 
other end. Search the slightly open panel 
the lower level to find Handgun Round 
through the secret door at the end, into 
Continue into the Drawing Room, wher, 


«Xr 


Thanatos pursues you throug 
the university building's ro 
corridors. 


Check the open panel on the lower 
level of Testing Passage B to find 
ammunition. 


G-M x oW 
of the 2F Passage to 


— 
ime intity 0 'overy ai 
lying around the Unloading Passage is too plentiful to cover, == 
Simply climb onto the truck trailers and the platforms and 
gather as much as you сап. Make sure that yout partners or 
AIPCs are equally well equipped. But move with-caution, 
because once you or any other player character steps into 
the Unloading Passage's north section near the door, а 
mutated and ticked-off Thanatos attacks! 


т level, you сап use the 
electric cable dangling from 
the platform to shock the 
monster unconscious again 
Whether this works or not, 
use the secret door in Testing. 
Passage A to return to the ЈЕ 
Passage B. Exit theunive 

building's back doors into the athe presage A'n Normal diik 
сша "а 


2 ‘Seat up recovery items and ammo || When ready, move past the large, 
= ЕТТЕ) inthe Unloading Passage. square hola in the ground, and drop | CHARACTERS 
When time ежртезиће un || of the trück trailer to fight 


versity building explodes'an: прање 
Giant Wasps invade the,park- 
ing area. Ignore the poison- 
‘ous enemies and quickly run 
"the eit in the-southeast 
corner of the Back Square. 


Tha Back Square's southeast d 
unlocks after tho building explodes. 


PHYSICAL STRENGTH POINTS: THANATOS-R. Use weapons such as a Grenade Launcher or 


Network Easy 3500-4800 Handgun to quickly blast your way into the rusty, Е 
Network Normal 3800-6300 locked storage cabinet in the Unloading Passages kev TEMS Y 


Network Hard 1000 2200 northeast corner, Grab and equip the Rocket 
Network Very Hard 4000-9000 iod n ванне 
Single Play Eos Em after Thanatos-R. Wai 


until just after the mon- = 
Singlo iy Normal sm ster attempts an attack, oc 
Single Play Hard 450 or right after it performs Brow сле Pon 


Single Play Very Hard 4800 a jumping attack and Тая 
owen op АШАН: Tuanaros-R lands. Then sim the Dame о 
ATTACK ESTI weapon and fc. If you NETWORK 
Wide Swng EEEE hit Thanatos-R with the MODE TEM 
Jump Attack. 720250 730-420 775(0:5307 Rocket Launcher, the 59 
Grab. Shoke & Smash 3538 100-440 430-400 300.510 Monster is ЦИЦА 

Dash Attack (ИЖЕ Sale strike! 


If your lone rocket misses the mark, or if some SPECIAL TEMS 
other player has the Rocket Launcher, then 
equip a Grenade Launcher or your most power- 
ul weapon and fight Thanatos the old-fashioned 
Wy, one round at a time. Dodge the monster's attacks, move a few feet 
Му, turn and fire once or twice. If the monster seems focused on your 
character, break off all attempts to attack and flee until Thanatos-R 
E soother player character ог АРС, Whenever Thanatos-R jumps 


бе air. keep moving in wide circles so thatit doesn't land on top of you. 


match. This = 


П 
-shot weapon lies on the edge of the 
ix square's northeast corner. Grab and 


tank thats parke 
‚Ampoule Shooter, and combine it with the Daylight 
it until just after the monster attacks one of your 


partners, or right when it lands after a jumping attack. Then 
fire the Daylight capsule into the creature to end the battle. 


s ‘ 
Р H you haya a Daylight sample, grab I you must go toe-to-toe with the i Ü 
the Ampoule Shooter fom the tank... monster keep a safe distance from > T 
рабай һо garage, Load the cap- || itatalllimss and fre whenever tha f 
Sula into the gun and shoot tat ura is not jumping. 
PA when the creature 
stands sit 
7 d 
However, bear in mind thatifYoulse your Daylight sample to 
P. kill Thanatos rather than to cure your T-virus infection or to 
hold onto, this will affect the outcome of the game. If you 
wish to defeat Thanatos thewegular way, the monster has 
just as many physicalistrength points as in the previous bat- 
Че. Use whatever weapons and ammo you have left from the 
Unloading Passage, in addition to the weapons, ammo and 
recovery items scattered around the Front Square, to take 
down Thanatos for the last time, 7 
“DECISIONS, DECISIONS” [ 2 
COMPLETE EVENT CHECKLIST. | y 4 . 
ПЕМ RANK POINTS = [ртм 
Зе! red jawol in the stuffed deer. 10 _Restarted Incubator in Research Room. 
Set blue jewel in the stuffed deer, 10 Obtained “Geneological Studies Report” 
Solved Cuckoo Clock Puzzle in Manager's Room. 10 Obtained "Bloody Note.” 
y Played Piano on the second floor (Cindy). Г] ‘Obtained "Vaccine Chemical Blending Instructions = 
3 Pulled string to lower stone statue's arm, 10 Obtained "Part of Diary 
Zombie appeared when string was pulled. 3 Obtained "Cable Work Order.” 
Used V-Poison on Incubation Chamber. ЕЈ )btained "Torn Memo Edge.” 
Used P-Base on Incubation Chamber. 20 Obtained “Piece of Torn Memo." 
Р Used T-Blood on Incubation Chamber. ЕЛ Obtained "Battle. crises 


Obtained “Peters Dia 


Obtained "Number Memo.” 


Watched demo “Peter discovered,” 


Watched demo "Hunter v appears. 


Watched demo “UBCS vs. Thanatos” 


Watched demo "Greg and Yoko.” 


"Watched demo “ED: Helicopter zombie transformation 


Watched demo "ED: George and Cindy 
Watched demo "ED: Mark and David." 
Watched demo "ED: Kevin and Jim." 
‘Watched demo “ED: Alyssa and Yoko. 


nla jan jajajajaja jajajaja jajajajaja jajaja 


Used Daylight on yourself. 10 
Defeated Thanatos R with Daylight 30 
Defeatod Thanatos A E] 

Provided emergency power to emission tower E] | 

Unlocked door with the red tag key. 10 М 
Unlocked door in water tank facility. 10 
На Thanatos with an electric shock. 3 
Thanatos broke into room via a window. 20 
| © Obtained all maps. 3 
F Used spectacles on statue of 2nd school principal. EJ 
Used card key. 20 
ч Succeeded in inputting the elevator code, 10 
(ГЕ Unocked the doors in the university. 70 
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Watched demo "ED: Regrettable ending. 
Watched demo "ED: Remain hopeful." 


140] 
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^ rmm 


The “Remain Hopeful” ending will occur if you have two 
Daylight samples in your possession, or if you use one sam- 
ple on yourself and keep one in hand until the end of the sce- 
|| nario. A different event occurs depending on your choice of 
player character. For instance, this ending will occur if you 
take two Daylights from the reagent generator, use one on - 
yourself, and still have another sample after defeating 
Thanatos in the Front Square. 


on yourself or keep just one sample untilthe end of the game. 
A different event occurs depending on your choice of player 
character. For example, this ending occurs if you take опе 
light iton your - 
слег Also, this ending will occur if you take two - 


, Use one on yourself 
the Froi juare. 


ig as Mark, Jim, George, or Alyssa, and the corre- 
AIPC or Player Character from the table below is 
ive, then you will view the pairs unique ending. 
the partner character is not alive, then you will 

је “helicopter zombie transformation" ending. 


WHBOBTAINED ALL MAPS < 


All maps must be obtained in a single play-through to fulfill 
this checklist item. Due to map locations, the ‹ 
obtain all maps is for the player characters to split up and 
search all areas in Network Play mode. In Single Play, the 
best idea is to ride the elevator to ВАР and explore the Old 
Subway System and Air Exhaust Tower to find the V-Poison, 
obtaining all maps en route. Afterward, return to the В2Ғ 
Passage Elevator via the Pier, and climb down the ladder to 


the Water Purifying Facility. Go to the Water Works 


Administration Office in the northwest corner of ВЗЕ and 
obtain the map. 5 


"I NOTES FOR HARD AND VERY HARD MODES 


‘When playing Single Play mode in Very Hard difficulty, both of 
your AIPCs will stick with you throughout the scenario. This 
means that you must procure both the P-Base and the V- 
Poison! You М je extremely fast, and be sure to use Anti 
Virus medicines whenever your virus gauge begins to rise. 

The location of the Brass Glasses changes in every difficulty 
level. In Easy difficulty, they appear in the Drawing Room. In 
Hard difficulty, they appear in the ТЕ Passage A. In Very Hard 


> difficulty, they move to the locker that only Alyssa can open 
i dn the Control Room between theOld ‘Subway System and the 


Air Exhaust Tower. Therefore, most characters will not have 
access to Testing Passage A in Very Hard difficulty. There is 
also less time in the final countdown before the university 


Helicopter transformation | 
Helicopter transformation 
Alyssa and Yoko unique — | 


Helicopter transformation | 


Helicopter transformation. 
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NETWORK PLAY 
MODE ITEM LISTS". 


One of the most challenging aspects of Network Play mode is that the items seem to appear randomly. This is both true and not true. 
As a scenario starts, the game chooses one of four “sets” of items to load. For every item location, there are four possible items. 


Some item locations have more than one possible item per set. For example, atitem location 2 of the "Outbreak" scenario, in Easy 
difficulty, there are two possible items. When you search location 2, you will find either a Chopper or a First Aid Spray. 


If more than one melee weapon is listed for the same item location, it means that the melee weapon can have various starting con- 
ditions. For example, the Iron Pipe at map location 58 in "The Hive,” Hard difficulty, can have various starting conditions. You might 
be able to use this Iron Pipe eight times before it bends, or you might only be able to use it twice before it becomes a weaker 
Curved Iron Pipe 


Іп Scenario Mode, the difficulty setting and item placement follows the Normal difficulty level. In Free Mode, the game host deter- 
mines the difficulty setting before the scenario begins. Examining the maps and charts contained in this section is probably not 
very wise while engaged in online play. However, if you study these tables and graphics between games, you can brush up on 
your knowledge of item placement, and you can also prepare yourself for the likelihood that the item you are depending on find- 
ing might not be available where you expect it 
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SPECIAL ITEMS: 


Hidden throughout the various scenarios of Resident Evil 
Outbreak are 260 Special Items. Unlike normal map items 
such as weapons, keys and supplies, Special Items do not 
"glimmer" occasionally. Finding certain Special Items in 
specific quantities allows bonus features to become avail- 
able for purchase in the Collection menu. Finding Special 
Items is a challenging task that will have you replaying sce- 
narios repeatedly as various characters. 


The conditions of finding Special Items are very complex. 
Please re-read this chapter as often as needed in order to 
understand the concepts of Special Item appearance and 
acquisition. Once you understand the manner in which 
Special Items appear in "sets," use the maps we've provided 
to locate Special Items throughout the game. 


CONDITIONS OF FINDING 


SPECIAEITEMS 


While playing any Scenario, either in Nol 
Play modes, you are entitled to find up to eight Special 
Items. Once you have found eight, all remaining Special 
Items are erased from the stage. Each scenario contains 20 
Special Items that any player character can find, depending 
оп the difficulty level and the “set” loaded into the stage at 
the start of the scenario. The method by which the дате 
determines the “set” is described below. 


The 20 Special Items that any player can find are referred to 
as “Scenario” Special Items. In addition, roughly 20 
"Character-Specific" Special Items are also loaded into the 
stage. Character-Specific Special Items can only be found 
when playing the scenario as a certain character. Their 
appearance is also dependent on the difficulty level and the 
"set" of Special Items. The player can accumulate only 
eight Special Items in total, including “Scenari 
Items and "Character-Specific" Special Items. 


IL ITEM "SETS" 
'enago contains 
haracter-Specific Special Items. However, not all of the 
Special Items appear during a play-through. Special Items 
appear in “sets.” The set of Special Items available during 
the play-through is determined by random chance at the 
start of the scenario, In Easy or Normal difficulty levels, the 
game will load a scenario with “Set 0" or “Set 1." In Hard or 
Very Hard difficulty levels, the game will load а stage with 
"Set 2" or “Set 3." 


Therefore, when you refer to the Special Item lists and maps 
in this chapter, please understand that Special Items limited 
to Set 0 and/or Set 1 are only available in Easy or Normal dif- 
ficulty levels. Special Items limited to Set 2 and/or Set 3 аге 
only available in Hard or Very Hard difficulty levels. So, you 
will have to play harder difficulties in order to obtain all the 
Special Items in the game. 


Most Special Items appear in more than one "set," which 
allows for a 50/50 chance that a given Special Item will be 
available to obtain. However, some Special Items appear 
only in Hard or Very Hard modes, and some Special Items 
only appear in one set. Such Special Items are referred to as 


key to procuring all of them. As you continue to replay 
Resident Evil Outbreak, acquiring Special Items will proba- 
bly become your main goal in the game. After playing the 
scenario a few times, you might have collected several 
Special Items. As you continue to replay scenaríos and 
stages; you will want to acquire new Special Items that you 


~ haven't found previously. Finding the Special Items you аге 


missing is entirely dependent on identifying which "set" the 
game has loaded for you during any given play-through. 


For example, in the "Outbreak" scenario, if you find the 


- Happy Times Photo then you know that the game has loaded 


either Set ог Set 1. This doesn't narrow things down for you 
very well yet. However, if you also find the Scissors Special 
Item in the Women's Bathroom, then you know by deduction. 
that the game has loaded Set 1 because the Scissors only 
appear in Set 1 [Easy or Normal difficulty) or Set 2 (Hard ог 
Very Hard difficulty). However, if instead you find the 


Eyeglasses Special Кет in the Women's Bathroom, then you 
know that the game has loaded Set 0. The Eyeglasses only 
appear in Set 1 (Easy or Normal) or Set3 (Hard or Very Hard). 


Once you determine which set has loaded, you can then use 
the lists in this chapter to determine which Special Items are 
available during your current game. Using the maps, you can 
move directly to their locations and find them. By narrowing 
down which setis loaded during your current game, you can 
find all the Special Items available in the scenario with 
greater ease and fewer replays. 


Special keras found during the play-through of any scenario 

re permanently recorded in the Character Log menu. To 
View the Special Items obtained during a scenario, enter the 
Character Log menu and press Шог @ until the “Special 
Items" tab is displayed. Use the D-pad or Left Analog Stick 
to scroll down the list until you can view the Special Items 
found during a scenario, or those found while playing as a 
specific character. 


Whether you complete a scenario, die trying, or give up, the 
Special Items you find are permanently recorded to your 
Character Log data, as long as you save your game after the 
scenario. This means that you do nothave to play through an 
entire scenario just to find one or two Special Items that 
you're missing. You may quit a scenario immediately after 
you find an item and still retain it in the Character Log menu. 
This approach will greatly reduce the amount of time and 
work required to obtain all of the Special Items, both 
Scenario-specific and Character-specific. 


‘UNLOCKING COLLECTION: 


taining Special Items is key to Unlocking certain bonus 
features in the Collection menu. For example, obtaining all of 
the Scenario-specific Special Items for Outbreak will unlock 
two additional pieces of location artwork that берісі the 
scenario. Finding all of Kevin's Character-Specific Special 
Items will unlock a feature in the SOUND category that 
allows you to listen to all of the character's voice tracks. 
Furthermore, finding every Special Item in the game unlocks 
a set of extra characters that are nothing more than hilari- 
ous stick men! Unlocking these bonus features is the main 
reason to collect Special Items. 


Remember that once bonus features are unlocked in the 
Collection menu, you must spend the required number of 
result points to purchase them. 


OBTAINING EXTRA COSTUMES. 
Character-Specific Special Items in this chapter that are 
marked with asterisks are “Costume” Special Items. When 
the four or five “Costume” Special Items are obtained for a 
character, a new costume becomes available to purchase in 
the Collection menu. This allows you to replay the game in 
Network Play or Single Play mode with your character 
dressed in a new outfit. Not only does this change the gam- 
ing dynamic a bit, but wearing the character's new threads 
also, shows your teammates your mastery of the game. 


SING THE SPECIAL ITEM MARS; 


The Special Item lists are divided according to scenario and 
character. Each section contains a new set of maps depict- 
ing the location of each special item. Many of the location 
markers are rectangular in shape, sticking outward from 
walls and furniture. The rectangle indicates where your 
character should be standing and what direction he or she 
should be facing in order to find the item. Obtaining a 
Special Item from any location is a very exact process, and 
you must search exactly the right spot in order to find the 
item. The maps are designed to help pinpoint where to 
search to find Special Items. 
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Looks ike you could gor hut wearing IL 
Diz | FF Passage [Swchblade Ring [Press the button and a blade comes out- [Near Pesticide Spray (David опу (Set Tora) 
Elevator foo smal he useful 
016 [Access WayB [Swiss Army Knife Th main krite is broken, bur al ofthe Shelves near bullets (David ony) (Set or 3 
ther гов are very handy and werk ia 
AG | Water Tank [Sports Shoes" [git but strong with great shock absorption. Fight эде of control console (Alyssa озу Ser Dr] — 
езе shoes were made for роп — rar = 
AS [кшен [Rod Dress" (зді sexy red ress. st desk on lower val Ауа only (Set 0 or 3) 
Ата ESTI СУ at sea aos tir ТЕГЕ 
А20 | Store Room. [Vitamin Drink. [Supplemental vitamin drink to | Near East crawispace entrance (Alyssa only) (Set 1, 2or 3) 
replenish ost uments 
YS | Control Room [Gym Shorts [Sym shorts from my parents home county [NE corner (Yoko only) (Set 3T ез, = 
ot Japan. Must be cod in War. = 
YS |General Manager Prescription бөлен [Sang enough to mata me дау. [Near Не on dask око on (Se Tor 
Room 1 could never wear hese, 
ҚЫЗ [Drawing Room EN [it says how to write a Smart program Dask oar door oio ony Sor — 
|! could learn something from this. = 
уто | Water Works High-Performance HOD |Machine for recording data. |P-Base machine (Yoko only) (Set 0, 2 or 3) 
атест Oca Wats» brand naw оле doing hore 
CS Sun Ars Oico [Cafes Matar СТ ТИ ENEE 
[I [tractive Broach Simple design tnar ie Sink (Cindy ony) (Set or 3) 
| wanted a naw one. 
VETA Wie Undorpants" an, white underpants AE 
Menagemene Dice а woul lock good in them. ре В „Ау 
Ста [Drawing Room [Bunny Dam [А bunny gd out [Nonn corner (indy oni (Set ord) 


| couldn't woar this at the stor. 


Тһе addictive part ol Resident 
Evil Outbreak lies. іп unlocking 
170 bonus features in the 
Collection screen of the title 
menu. Collection items become 
unlocked after you complete 
scenarios successfully without 
dying. After playing а scenario, brief messages flash 
onscreen when you have unlocked new items in the 
Collection screen. 


PURCHASING COLLECTION ITEMS 


Once a Collection item is unlocked, you must have the result 
points required in order to “purchase” the item. As explained 
in the Game Basics chapter, result points are acquired by 
completing as many objectives as possible without partners 
dying, while finishing the scenario in the shortest possible 
time, Purchasing everything on the Collection screen 
requires more than 500,000 result points, Accumulating this. 
many points will require several replays. In order to avoid 
spending the rest of your life replaying the scenarios aver 
and over, you must maximize the number of points acquired 
each time you play, Follow the tips to gaining the most points 
per play (top of next column, in blue). The tips are listed in 
priority from greatest priority to least: 


ш. тм "AVAILABILITY CONDITION. тинт сот) тм  AVNLABIUTY CONDITION 
1 Kein C AVAILABLE BY DEFAULT эю 0% Cesare CG -Zombo Dog Complete al five scents. EJ 

002 Kevin Must Complete any 3 scenarios ns Кейі EJ 001 Creature CG -Leker — Complete alive scenarios E 

шш Kevin US Collect af Kevin Character бр баса ия №80 085 Creature CS Zombi Doy Complete al fue scenarios 500 

ая Mark CS AVAILABLE BY DEFAULT E 0% Cesar 00- лак Complete al fue scenarios m 

005 Mark lu Completa any 3 scenarios s Mak E] Complete sl fıre scenarios wo 
микс Colac a Mort’ Character рееће Spacia lioms и Complete sl fv scenarios i Hard Моб E] 
ET AVAILABLE BY DEFAULT EJ 199. Cesa Ely Des Petre Complete al fve scenarios in Hard Mode E] 
Jin es Complete any Jácenario a Im. EJ 140 Creare Ely Des Pure Conplt al escenas і Hard Mode ЕТІ 
Jinê Collect al Jon's Character: Specie Special ела. 10 мї. Cesare Ey Design Pte Complete ave scenarios in Hard Mode E] 
George CS AVAILABLE BY DEFAUL EJ O47 Creare ау Des Petre Complete al ve scenarios п Hard Mode E] 
George st 59 мм} Outbreak белен, onglet бийге эз му charactor 1800 
George CS т» би Outbreak Seng Completa (шінші эз мү charactor 18m 
Davis Cê AVAILABLE BY DEFAULT эю 15 бзен Засад. Find sl Scenario Specie Special ems m блай 198. 
David Most Completa ay 3 scenarios as David, эю Serin Find al Scenario-Specific Special tms in Outbreak: 190) 
David CS Collet al Davids Character Specifi Special Tiems 100 Bec Fein Port Sating Compite Below Freeing Port as any анс 140 
Alyssa 5 AVAILABLE BY DEFAULT эю Boeing Port eg Complete Below Freezing Posts any character 140 
‘Ass Must Complete any 3sceraris as Aa, эю "ow rng Poet Sag al Sena Spec Special tums а Blow 1901 
Assa CB Colect al Alyssa's Character Specie Special ата I000 Невгпр Point 
Yoko C5 AVAILABLE BY DEFAULT эю ® Beleg Port Seg Find al Scenaro- Specie Specials Below 190 
Yoko tu Complete any 3 scenarios as Yoko эю Fring Point 
oke CG Collect al Yoko's Character: Spocifi Special Tims 08 381 The Hiva Seting Complete The Hive as ony character эю 
Cindy CS AVAILABLE BY DEFAULT эю 162 Те ie Sening Complete The Hive з any character 1s 
Cindy Muse Complete any 3 scenarios s Gd E] 153 The Hive Serag Find a Scena Spec Special ums The Hive 150 
Cn 05 alt al Cindy Character Spec реса ems м 184 The Hive Seg Find al Scenario Specie Special tms а The Не. 1500 
Character CB Cast Complete sl ve scenarios. [o Е Complete Here as any character im 
Cceraiy Complete allscnanos as al charactors L3 156 неге Sening Complete Hal as any character m 
Des Petr Cast [23773 Find sl Sconari. Spa Seca ams In il. 190 

SE Character Баң Coles all scenario a al characiars ж. К Find al Scenario Specie Special terms in Hlfre 190 
Des Pesu- Cat 19 Decision Песма Sting Complete Decisions, Decisions as any character. 1 

їйї Crue - Zombi Complete av scenarios, Е 160 Decsons Docs Sting _ Complete Decisions, cios as any character — 180 

198 Costur CG - Hurter Complete all five scenarios эю O61 Deco, Deco Seting Бай al Senor Spec Special ems т LJ 

100 Crotra CG- tart Complete al fve scenarios: эю Decisions, Decisions, 

Ti Сание CG- Complete all fve scenarios: EJ (61 Deco, Deira Sting Find al Scenai-Spelc Special hems г LJ 
шамы Decisions Decisions 

10 (ле Campe al five scenarios EJ 
Gant each 


I. Play online rather than alone, and refine your teamwork 
skills so that everyone who plays alongside you survives 
avery mission, 

2 Refine your skills until you can achieve the NO DAM. 
AGE and NO WEAPONS bonuses each time you play. 
Acquiring one or both bonuses will double or tripla your 
result points, respectively 


3 Focus on your time rank- 
ing rather than on sce 
папа achievement. 
Complete the scenario in 
the shortest possible time. 


Play at higher difficulty. 
levels, 


Sixty-two items in the "GALLERY" category can be Unlocked 
by completing the various scenarios under certain criteria, 
and by locating all of the hidden Special Items within each 
stage. Images to unlock include computer-generated art- 
Work of the characters as thoy 
appear in the game, early con- 
cept drawings of the characters 
fendered prior to production, CG 
and illustrations of various mon- 
sters encountered іп (не game, 
and screenshots or concept art 
of certain locations. 


INTRODUCTION | 


GAME BASICS | 


MODE ПЕЙ 
USES 


SPECIAL ITEMS 


ompleting scenarios may unlock extra characters for use il 

the game. The conditions to unlock these bonus characters 
often involve cloaring a scenario as a certain character or in 
а specific difficulty mode. Characters and costumes 
unlocked іп Single Play mode 
can be used in Network Play, 
and vice-versa. 


Alternate costumes for each of 
the main characters can be 
unlocked by finding Character- 
Specific Special Items. Refer to 


the Special Items chapter for lists of Character-Specific 
Special Items to collect in order to unlock extra costumes. 
The Special Items that enable new costumes are marked 
with an asterisk in that chapter. 


П Kesin ese change Lucky Cowboy) Procure Cestmi Specia hams for Kevin. 10000 
00 Mark ress change Sodikfater _ Роси s Costuma” Special ems for Mart. 1000 
(ines change asia Sw] Procure al “Costume” Special tems for Jim. 10000 
Gore rs change ue eres) Procuro al Совт Spec ems for George. 10000 
15 David dress change (Urban Zeon) Procure "Costume" Special ems for David 1000 
106 Alyssa dvs change 1 Sar Aider) Procure “Comune” Special tons for pa 1000 
17 Yoko dress change 1 [Spring ower) Procura al "Costuma" Special tems for Yol. 000 
/88 Cy rs change (lg Нов) Procura nl “Costume” Specia hos fer Cy 

18 Ауыз rss change Maa Cal) Procure al "Cosine Specia ens oc Apa: 

10 уза ss change? Merry Acts) Procure s "Сове Special tems or Yoko. 

NC es change 2 Fury By) Procure l Costuma” Special lens o City 

912 Outbreak NPC Bob Complete Outbreak as Mart 

03 Outbreak NPC WA Complete Outbreak in Very Hard Mode 

WM Outbreak NPC: Роке Па Complete Outbreak as amy character 


{Rayman Aaron, Arthur, Doran) 


WS Outbreak NPC: Роке сез Completa Gureak on Hard Mode 
(Ge, Hay lord 

2% (шінші NPC: ote [7T TY) 

07 “Below Freeing Pant PC Morica Completo Below Freezing Pits Yok. 

[2 бон arce Below Frese Port on Ver Hard ole 
(Setar 

29 The i NPC: Harsh ‘empl The We on Very Hard Mode 

020 The ive NPC: Doctors i, 2.3) Complete The Hive as any character 


Te Hove NPC: Moses 2 
Here NPC: Dany, Duy 


Completa Th Hive on Hard Mode. 
Complete elo and colect Ans Û Tag 


ВЕ 


Hele NPC бй, Complete Hefe and collect Cara D Tg 
їн Нине NPC Fran Completa Hee ak any character 

25 Decisions Decisons NPC Peer Completo Decisions, Decisions on Hard Made 
125 Decisions, Decisions NPC: Greg Cume Decne, Deir on Very Hard Mode 
67 Decision, Decisions АРС Frank Complete Decisions, Decisons s George. 

008 босвол, Decisons NPC: UBCS 1,1} Compltn Decsens, стола as any characte 
B USS Special Forces Member Complt al scenarios weh al characters. 

10 Pople of Raccoon Chy (Man 1-8] Complete a scenarios 


Ны 888 8 88588883 


в 


М: Coler (M бон, МЕ Red, 
Me Bion. Mr Black, Mt Green) 


Cotectal Special hems 


ڪڪ ڪڪ 
ode.‏ 


= = 
When the 


extra character is played іп 


Single Play mode, the AIPC part- 
ners will be the ones that nor- 
mally accompany the main char- 
acter who defines the type. 


Each extra character begins 
with a supply item in his or her 
inventory. Some extra charac- 
ters begin the scenario in bad 
shape, starting off dangerously 
low on strength points. Some 
extra characters will succumb 
to the T-Virus more quickly than usual. Use the following 
table to determine an extra character's benefits and handi- 
caps before choosing him or her to play a scenario. 


TRAITS AND CHARACTERISTICS 

DFEXTRA CHARACTERS и 
The-éxtra chatacters unlocked have their own physical 
strengths and limitations, much like the regular playable 
characters. Each extra character has a "type," which makes 
them function and attack very much like one of the eight 
main characters. Thus, each extra character is a "Mark 
type,” "Cindy type,” and so on. During scenario play, the 
extra character uses the voice and talents of one of the eight 
main heroes. There cannot be more than one of the same 
character type playing in an online game, so it's important to 


Te Nome of nr character, 
Type The playable charactor type othe ва character 
(an, M = Mart, J > Jim, G «George, D = David, A = Asa, Y = oho C= Cindy 
STR The maximum physical strength points of the extra character. MAX = 3000 strength 
points. SUPER L Moro than 3000 strength рот. SUPER MAX means sper than 
SUPERL 
(COND. The satus condon of he extra character a е begimning of he scenario Characters 
in Danger status can only take one ог two hits before dying 
VIRUS. The speed of the vs gouge, relative to the ime takes to go Кот 001500 100% 
without staring damage rom enemies 
ПЕМ The extra character begins any scenario with tis йет already ni or her possession 
‘SPEED The portable speed of tho character, including running speed and speed ot 
isingîowering weapon. 
"ATK The damage првог used o determine tho damage іа to enemies Поп any 
bythe exa charactar 
[vnus 0 
ussi К |. ine __|аџск CET шш (п 
нин Б Iw panes [niox — |Ansiatic omi — fas 
Pen I (1 МЕ _ ШЕТТЕ [ans vrs Pugs) [аон — [ias 
Bos |м MAX pases favicx [Handgun Butt) [stow fas 
Е pwu іг? Jae jack “|ВовүМейеееб/ [nux [з 
б |0 Гэоғеямах|аме [sow [ani vius Paw (Мм Joss 
БЕТТІ је |. ме [sow [Bue Herb ШЕШТІ 
ЕСІГІ СЕН 1 Jane [NORMAL — маена [м |! 
момса Ja |5 [fine stow Мав ныса оям — [0% 
Dana к | Fine [VERY SLOW Jroa Pige now СХ 
DanneB K [MAK FINE [NORMAL есле рау [VERY SLOW ts 
su м [5 FINE VERY QUICK мава Hub G51 [ям Joss 
us ми ine Jauick [Minea Horsie) шк [з 
vos КО} ме [supER QUICK (ans vrus ran) stow |59 
RAYMONO|K | ЈАКЕ [NORMAL [Handgun Bes) [NRW [ш 
amm Б |= ЈАКЕ |404 [Green Horb (шек — | 
AARON [M [MAK (НМЕ [NORMAL Е stow [121 
DORIAN [6 |н wr |04 Redner ови [1 
шеп w |t [FINE [NORMAL ron Poe. [о — [us 
mc fo [s МЕ |04 [Handgun eso) NORM |115 
mem 6 |5 [FINE [NORMAL — мага нена) [very STOW [oss 
wecs К wx еме [90у staid Spay Мим һи, 
vec |? [МЕ [normar [Handgun вале [stow — [rz 
REMAN СЕН i NE [very SLOW [Recovery Mesenaifstow Jia 
ман Б Û [RE [90 "aed merda) [ouk [098 
мака Б [MAX fe (ШК LS [vem siow [1.12] 
маа fo ji ЈАКЕ [NORMAL Recovery Мебели now — [07 
мам NN CJ ЈАНЕ |804 Handgun utes) [nonm [087 
Mans К |8 [FNE [NORMAL es Herb шм [ose 
i | ооетонг fe |s E [sow |алуу |804 |в 
Docrorz 6 |н [МЕ Годо — ami Poison Pa жм | 
босток: NN Û ЈАМЕ — [very SLOW [Аза mo — [us 
worse! [с |5 E stow Mass eris] [Non [0з 
кізе а | Fine suren ax [Recovery Noseneis NORM [оа 
Franc БОГ anses [аис revs Pa) шк [бат 
мене |С | шені [DANGER |SUPER QUO [one Nom (3 
Меше р |шенс JANE — |SUPERSUON [None [seen sina. 
MróREti|o  |surtamadfine — |SUPERQUI [None loc |) 
мєбош | |SUPERMAXQENE SUPER SLOW [None оос lis 
менлесір — [suben [DANGER [SUPER SLOW [None |sueen КЕ 


Some of the moviés displayed 
during scenario play become 
available to purchase and 
review in the Collection screen. 
The criteria are usually the com- 
pletion of the scenario as a сег- 
tain character. 


NO, COLLECTION ITEM 
Ші “Outbreak” Opening Movie 
Kevin's “Outbreak” Ездің Mora 
ik Erding Move 
Ening Movie 
Georges “Outbreak” Ending Move 
Ending Move 
г Ending Movie 
Yoko's "Outbreak" Ending Move 
Cas Outbreak? Ending Move 
“Outbreak” Scene 1 Movie 
“Outbreak” Scene 02 Movie 
"Bow Freezing Point” Opening Movie 
Blow freezing Point Scene 01 Movie 
“Below freezing Point” Scena 02 Movie 
“Below Freezing Port Scone 03 Move 
“Bala Freezing Point” Scene б Move 
Kevin's “Below Freezing Рог 


ата "Below Freezing Poin” Ending Move 

Georges Sew Feeang Pont Exing Моне 
Onis "Bao Атто Pot” Eng Move 

Assis Ben Freezing Pont Eng Moe 

‘ok Sew Freno Pont Eg Move. 
еду "Below Freeze Pot End Move, 
“The Hive” Opening Movie 

“The Hive” Scene 01 Movie 

The Hive” Scone 02 Movie 

“Tye Hive” Scene 3 Mo 

Kevin's "The Hive” Ending Mow 

Мик The Hive" Ending Моне 

iis The Hu" Erding Movie 
Georges The Hive” Ending Movie 
Davids The Hive” Ending Move. 
Alyssa Tha Hive” Ending Movie 
Yoko's The Ha" Ending Mov 

Саву: “Tha Hive” Ending Mov 
Hale Scone й 

“Hale Scene DI Movie 

“Hallie” Scone 02 Move 

Kevin's "ella" Ending Movie 

Marks ейге” Ending Me 

mis Halve” Ending Movie 

George's “Walia” Ending Move 
Davids “Heli” Ending Movie 

Alyssa's alla” Ending Movie 

Yoko's "hera" Endng Movie 

Cindy's "нени Ending Моне 
Decisions, Decisons" Scene O1 Movie 
FDocisions, бон Scone 02 Move 
Decisions, Decisons” Scene 03 Movie 


ERS aR ваза 


ЕЕ ЕЕЕ 


051 Кейі "Decir Decio Ende Move 


Mas оско Deion Endng Move. 


® nis Decir Пас“ Ende Move 


® Georges Decir, Decio Eng Mov 


"AVAILABLE BY DEFAULT 
Complete Outbroak as Kov 
Complete Outreak as Май. 
Complete Outbreak as Jm. 
Complete Outbreak as George 
Comet Outbreak as David. 
Compete Outbreak as Asa 
Complete Outbreak as Yoto. 
Complete Outbreak as Cindy 
Complete Outbreak. 

Complete Outbreak. 

Compute Bulow Freeing Post 
Complete Bal Fresing Pot 
Complete Bulow Freezing Point 
Complete Bulow Freeing Pont 
Complete Bulow Freezing Point 


Ending Мода Cole Below тег; Point as Kei. 
Mark's Below Freezing Роп Ending Movie Complete Вин Frec Port as Mork 


Completa Below rar Pont as Jen, 


Conple The Hive. 
Compite The Hive 
Complete The Hive 
Complete Ти Наа. 


Complete Tho Hive as Mark 
Complete The Hive as Ја. 
Conglte The Hive as George 
Completo The Hive as Davis 
Complete The Hive as Аја. 
Completa The Hiva as Yoko. 
Complete Та Hive as Cindy 
Completa lire 

Compete Ней. 

Completo Halte 

Complete Hlfre as Kovin 
Comet Hair as Mark 
Compete Halle as Ја. 
Completa Hallie as George 
Compete Hall as Davis 
Complete Hallie эз Alsa 
Complete Halt as Yoko. 
Complete Ней a Cindy. 
Complete Dacis, Decisons 
Complete Dacis, Decisions 
Compite Deciscns, Decisions as 
‘ny charactar and uso Dato 
aleat Tyrone R 

Compite бес, Decisions as 
Kevin, use the Dayight on yourself 
and have another Dayight in уои 
invertor. 

Complete Decisors, Decisions as 
Mark, use tho Dafght on yeursell 
and have another Daylight n your 
invertor 

‘Complete Decisions, Decisions 


at Jim, usa the Daylight on vous 
and have another Daylight your 
invertor, 

Complete Decisions, освои 


George use ће Dayéght on ours 
and have another Daylight your 
invertor. 


БЕННЕНЕЕНЕБЕШЕШЕБЕН 
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Decisions, Decisions 
David, use he Dayight on 
your and have anther 
Dayéght in you inventory. 
Complete Decisions, Decisions as 1 
‘Aleta use te Dahon INTRODUCTION 
yours and have another Daylight 
in your invento, 

Complete Decisions, Decisions as 

Yoko, use the Daylight on yourself - 
and have another Dayî in 

your Inventor 

Complete Decisions, Decisions 
э: Cindy, usa the Dali 
yousel and have another ОИ 
in your inventory, 

Complete Decisions, Decisions 


156. Assis “Decco, Decor Ending Move 


57 Yi "cire Doc ring Move 


GAME BASICS. 


ID 0DD-NOÍS 


Some of the movies displayed 
during scenario play become 
available to purchase and 
review in the Collection screen. 
The criteria are usually the com» 
pletion of the scenario-as a cer- 
tain character, 


ALA Y 
“Outbreak BEM Complete Outbreak. 
“Below Freeing Роп ВМ Complete Below Freeing Point 
The нне” BOM Completo Tha Hive. 
“Hers” BGM Complete Ней. 
Decisions, Decisions” BGM Complete Decisions, Decisions 
Batte BON Complete ol fve scenarios. 
ETC BOM Clar any scenario wth 3000 or more result ports. 
Кова VOICE Find all of Kevin's Special tems. 
Mat VOICE Род all of Marts Special Rems. 2000 
de VOICE Find all of iis Special et 2000 
George VOICE 200 
Dave VOICE Find alo Davis Spaca кет. E] 
Asse VOICE Find alc Assis Special ems. E] 
Yeke VOICE Fin sol Vols Special ems 2000 
inay VOICE Fin el of Cindy Special tems 2000 
ETC VOICE a ith 3000 or more resul pits. 2000 


RECOVERY ITEMS: 


KEY ITEMS. 


US MODES / 
DIFFICULTY SETTIN 


Some of the movies displayed 
during scenario play become 
available to purchase and 
review in the Collection screen. 
The criteria are usually the com- 
pletion of the scenario as a cer- 
tain character, 


MODE ITEM | 
т 


SPECIAL ITEMS 


O01 HARD Mod Normal modes. 
002 VERY HARD Mode — Complete al 5 scenarios а Hard Mode. 
20 NO PARTNER Moda Completa al 5 scenarios а Hard Mode 


OB INFINITY Mode Al scenario event ists reach 100% 


Warrior. 


PlayStation. 


‘capcom.com 


BradyGAMES published its first strategy guide in November of 1993, and every 
year since then, we've made great efforts to give you the best guides possible. 
Now celebrating our 10! anniversary, we'd like to take this opportunity to say a 
few things and extend a special invitation to you—our readers. 


First of all, THANK YOU! Whether you're a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have 
enhanced your overall experience when playing games. These days, completing 
а game isn't just about how quickly you finish. It's about uncovering absolutely 
everything a game has to offer: side quests, mini-games, secret characters, and 
multiple endings just to name a few. Thats what the TAKE YOUR GAME FURTHER® 
banner at the top of our guides is all about. 


Many games deserve more than just a standard strategy guide, and we recognize 
that. Our guides are produced with the highest quality standards and are tailored. 
specifically for the games they cover. With the introduction of our Signature 
Series and Limited Edition guides, we raised the bar even higher. 


Now for the “invitation” part. Although we constantly challenge ourselves to 
improve our guides, we'd like your help too. You're formally invited to tell us what 
you think about our guides. Like something we do? Let us know. Think some: 
thing we've done is totally lame? Please let us know. We want your feedback по 
matter if its good, bad, or just plain ugly. You can write or e-mail us at the 
addresses below, and we will read what you send. Your opinions are important to 
us, and may influence the direction for our guides in the future. 


Write to: Send e-mail to: 
BradyGAMES feedback@bradygames.com 
800 E. 96th Street, 3rd Floor 

Indianapolis, IN 46240 


For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES 
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All of the main characters in Resident Evil Outbreak have alternate outfits. Male 
characters have one alternate costume, while female characters have two. You 
can unlock these additional costumes by finding specific Special Items hidden іп — 
„all the scenarios. These Special Items are character-specific. This means they can 
be found only when playing as certain characters. Refer to the Special Items 
chapter of this quide for more information on finding these hidden items, including 
maps that pinpoint their locations. 
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KEVIN: SIX SHOOTER 


МАР NO. 


5Р. ТЕМ. 

Western Boots 
Vhite T-Shirt 

Wrinkled Cigarettes 

Faded Blue 

Leather Bolt 

Cowboy Hat 


SCENARIO 
Outbreak 


Ноте 
Decisions, Decisions 


ns, Decisions 


LOCATION. 
‘Store Room 

Security Cantar 

Waste Liquid Disposal Room 
Воот 101 

Water Works Administration Of 
Control Room 


DIFFICULTY 
Easy; Normal 
Easy, Normal 


Easy. Normal 


MARK WILKINS" 8 


э 
47 


SCENARIO LOCATION DIFFICULTY 


White Tanktop ‘Outbreak Locker Room: Easy, Normal 


Hard, Very Hard 


Favorite Uniform The Hve Room 202 
Wide Shorts Hellfire Linen Room 
Autographed Ball Di 


cens eget eee 22. 
611. Cargo Pants. Outbreak їп Front of Js Ber 203 Hard, Very Hard 
612 Brown Inner Wear бог ‚Easy, Normal 
610 Outdoor Shoes 203 
GE Yellow Raincoat Decisions, Decisions "Water Tark ГІЗ! Easy, Normal | 


EORGE HAMILT 


$Р ТЕМ SCENARIO 


LOCATION DIFFICULTY 


Lapel Shirt Below Freezing Pont 


Locker Room бог1 Easy, Normal 
ord Hard, Very Hard. 
Hard; Vary Hard 


Boots 
Masculine Pendant 


Decisions, Decisions. 


^p m 


ALYSSA ASHCROFT; 


LOCATION 
Locker Room 
wear Тор Below Freezing Paint | Culture Room 
nglasses Below "din тараг ROOM 
Sports Shoes si Water Ta 


DIFFICULTY 
Hard, Very Hard! 
Easy, Norma 

2073 Hard, Very Hard 
Cori y; Norma! 


CINDY: ON VACATION 
NO. 5РПЕМ 5СЕМАГ 
Blue Shirt 
Cool Sunglasses 
Sandals > 
_ Bracelet 


White Underpants Decisions; Dadlsiens: 


Culture Root 
ВТЕ Laboratory. 

Room 302 

Examination Room 

Underground Management Office 


ситу — | 
Easy, Normal 

Easy, Normal 
Easy, Normal 
Hard, Very Hard 
Hard, Very H 


CINDY: FUNNY BUNNY 
MAP NO. SPITEM | EN 
Outbreak Locker Room 
Bunny Bowie Below Freezing Point Turn Tabla = 
Bunnygid Fishnet Tights Tha Hive Looker Room 


S ме 
Bunny High Heals Helfire 
Bunny Outfit Decisions, Decisions 


OKO SUZUKI 


DIFFICULTY 


Cuts Sneakers jary Hi 
Green One-Piec: Normal 


MAP NO.__SPITEM SCENARIO DIFFICULTY 
Exercise Clothes Outbreak Break Ноот 


TENIA енен ST ОНАЙ NDS] 
Decisions, Decisions Control Room Hard, Very Hard 


f SC Part of BradyGAMES Signature Series, this essential guide combines | 
quality features with exclusive content to provide the ultimate 7 
Rosident Evil Outbreak experience. 


Leads you. 
through all five. 
Scenarios! е 
Which пагас y 
work best, Н 
solutions to 
complex puzzles, 
and more! 


Depict every area and pinpoint recovery and key e 
items! Extra top-down maps reveal the SP items! .— Show you how 
to defeat each 


= ge = ee == ghastly beast! 
pm _ ;" 4) C ya 5: 5 me, 2 AT 
Costumes % \ \ ۸ ah 

| 


Revealed! ~ i3 | 
Unlock. “+ 7 мақ 


Them All! о У ж”- Su, ¥ м“ 


= A 
7а D 


Get the most out of Network game play! Complete Item and Weapon Rosters, Comprehensive 
Bestiary, Character Bios, and MUCH MORE! 


$14.99 USA / $21.99 CAN / £9.99 Net UK 
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